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This issue’s cover art has been proved by the good folks over at 
Grindhouse Games. Check them out at www.incursiongame.com 


PPME08H Blood Rose & Trail 14.99€ 


In this box we get two new hero Supremes for Pulp City. Blood Rose is a level 1 hero 
and Trail is level 2. There are three cards in the box along with the minis and since the 
abilities of Supremes matters quite a bit when deciding to use them or not I’ll quickly 
go over them. Both have the Mystery origin and Rose’s trump trait is Spirit while 
Trail’s are Mind and Spirit. We’re not really looking at hand-to-hand machines here. 
Blood Rose is designed to help the rest of your team by healing them or moving them 
around the battlefield. She cannot take much damage herself and can be given just 
SAP per turn. She also comes with an extra resource card that allows for extra healing 
and teleportation. Trail has an awesome power called Read Mind that, if it goes off 
successfully, adds to your team’s action pool when the victim model uses his own 
team’s action pool. He’s also primarily suited to bolstering other heroes on your team 
but he can do a bit more to screw with the opposing team than Blood Rose. 


PPMEO8H BLOOD ROSE & TRAIL 


Both models are single-piece castings and there was very little in the way of cleaning 
for either of them. Blood Rose had a few very faint mold lines on her robes and head 
that you’ll need to carefully remove so you don’t damage her before priming. She’s 
holding a mask in her right hand and since it’s been removed you can plainly see that 
she’s some kind of alien. She could be either very easy or very hard to paint depend- 
ing on how you do it, but an outstanding additional detail on Blood Rose are the roses 
that are sculpted on to her robes. They will still need a careful eye and steady hand to 
pick out, but I’m glad they are there and don’t need to be painted on completely free- 
hand. Trail has a long flowing cape that seems to have a life of its own, but he’s also 
wearing what look a regular shirt, jacket and pants. His mask covers his head com- 
pletely and doesn’t appear to have eye, ear, or mouth holes. His eyes look like gems 


and there are 

also some extra www-HOTZARTWORKS.com 
gems _ placed 

farther back on 
his head. He’s 
really kind of a 
mix of different 
styles. He has 


the stereotypical 
flowing cape of 
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PPMEO7V ROOK & FRANCIS GATOR 


a superhero but is also wearing clothes that a normal guy walking down the street 
would have on. In fact, he’s a scientist which helps to explain some of his “normal” 
garb. The cape and one arm had a mold line that needed to be cleaned but overall 
these were two pretty clean castings. 


PPME07V Rook & Francis Gator 14.99€ 


In the villain box we get two Supremes that are built for hand-to-hand combat so they 
are on the opposite side of the spectrum from the heroes, above. Francis Gator is a 
level 1 Supreme that looks like a backwoods redneck alligator man. He can only be 
given 4AP per turn, but he has some decent ranged and melee powers along with one 
that can create a swamp template onto the battlefield. Rook is the real heavy hitter and 
his heavily armored costume makes me think of him a bit like an evil Iron Train. Rook 
is level 2 and can get 6AP per turn, but he doesn’t have as many damage points or as 
high of a Defense as Iron Train, but he’s a lot more agile and is just as strong. He can 
also carry a Super-Charged Tremor Halberd that can be used to reduce the number of 
AP that enemies can use in a round. In addition to being good at smacking people 
around Rook is also very good at assisting team members by taking damage for them, 
increasing their AP allowance or acting as their bodyguard to give them additional 
benefits. 


Rook’s halberd was slightly bent in the box and had to be carefully 
put straight to assemble the model. It’s not a thick part so you’ll 
need to be extra careful to not break his weapon. He comes on a 
large round base and is in a pose where he’s about to bring his hal- 
berd down on an enemy. Once straightened out, his weapon, which 
has his hands cast as part of it, fits right onto the wrists of the model. 
No problems at all with assembly. I found one very faint mold line 
on an armor plate of the body and that was all the cleaning that he 
needed. The axe had a slightly more visible mold line going around 
most of the perimeter of the model and you’!l need to be careful not 
to bend the shaft when cleaning it. The casting of the body was very 
clean and facial details were sharp. I could see him being used as a 
Cygnar war caster in Warmachine, too, if you like. 


Francis is wearing torn up pants and a vest along with a baseball cap 
like you might see on a truck driver. It even says “Bud” across the 
front of it as a nice added detail. His is scaly in places and he does 
look like a convincing human-alligator hybrid. It’s really well done. 
He wears a necklace of teeth around his neck and also has a large 
belt buckle that can easily be painted, as it was in the picture to the 
left, to resemble a Confederate flag. He needed a bit more cleaning 
than Rook, but he’s a single piece model and was ready to base and 
prime in just a minute or two. The back of the model has his scaly, 
ridged back tearing through his vest, which is another cool detail 
along with his big smile that’s showing off his menacing mouth full 
of teeth. 


Backgrounds for all of these Supremes can be found in the Heroes & Villains section 
of the Pulp City website at www.pulp-city.com 


Reviews by Mark Theurer 


BaricReaim Mistetares~ 


I’ve been on the lookout for additional models to use in Reaper’s CAV game and re- 
cently came across these from Dark Realm Miniatures. Dark Realm Miniatures also 
has their own game, Seeds of War, that is available for free download on their website 
at www.darkrealmminiatures.co.uk 


AW0004 Verger Walker (4) £6.50 


You get four identical models here and each carries a missile launcher and what looks 
like some kind of plasma cannon. They are larger than an Epic 40K Imperial Dread- 
nought but not as large as asmall CAV. They come in nicely in between the two and 
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would make an ideal bridge between 
heavy infantry and larger mecha-style 
combat platforms. The Verger comes in 
at right about 20mm tall. Each of the four 
had minor mold lines but overall the cast- 
ings were very nice and easy to clean. I 
was quite surprised at the size of these 
when I opened the box and saw the bag- 
gie of models. For the price (about $2.50 
each) I really expected them to be signifi- 
cantly smaller and was very happy with 
them. On the back of the model you can 
make out some pistons on the legs. Their 
armor is blocky and chunky, but I like it and think it looks good. I expect that they’ 
paint up pretty quickly and I hope to be playing with them soon. 


HV0005 Buggy Variant 1 (8) £6.00 
HV0006 Buggy Variant 2 (8) £6.00 
each these buggies are extremely 


affordable, like the Verger above, 


and just look too dang cool! Version 1 has some type of energy cannon manned by a 
trooper in power armor. The driver is visible in the right-side front seat and shock 
absorbers are visible by each wheel. There were very slight, almost invisible, mold 
lines across the hood of a few of them and some trimming of some flash was found on 
some wheels and cannons. 


Gt 


If you’re looking at these and say- 
ing, “Hey, those are Halo Wart- 
hogs!” then you’re not far off. Of 
course, they are not actually Halo 
Warthogs since that would break 
all sorts of IP laws but they are 
close enough to make you think 
that and still get away with making 
them. At just a little over a dollar 


Variant 2 is nearly identical, but 
the bed of the buggy is defined 
with a tailgate instead of a sloped 
back-end like on the first. The 
gunner is firing a large rotary ma- 
chinegun. They do not appear to 
be the exact same model with just 
a slapped on different weapon. I 
think that I’ll mount two of these 
on a CAV hex base rather than 


leaving them as single buggies running around the battlefield but you never know. 
They are about 17mm long from tip to tail. These are all some very cool models from 
Dark Realm Miniatures and I’m looking forward to checking out some more of them. 
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MMAO003 Yellow Jackets Assualt Troopers (2) $9.99 
Sculpted by Tom Mason 


The new MERCS Assault Trooper comes in four parts, but there are five pieces in- 
cluded in the baggie that you get. The extra part is an additional head. One head is a 
fully sealed helmet and the other is open-faced. The extra head could be swapped onto 
an Imperial Guard or Space Marine if you want to add a bit of variety to other mod- 
els. Either head fits right on to the neck. The backpack fits easily onto a peg protrud- 
ing from the back of the model. The assault rifle and right forearm/hand all come cast 
as a single piece along with the left hand that's cradling the rifle. Having the weapon 
and both arms all going together can lead to assembly problems if they are all seperate 
pieces, but there's no such problem here. The parts fit together nicely. If anything is 
going to get bent on the figure it's probably the barrel of the rifle. It's properly thin and 
looks to be sculpted at the proper proportions but that means it's awful thin. Just be 
careful while playing with the figure and you should be fine. Cleanup consisted 
mostly of taking care of some small bits of metal here and there. There were a few 
mold lines, too, mostly on the body of the trooper. After a few short minutes he was 
all cleaned up. 


His armor comes in somewhere between the heavy weapon trooper and the sniper, but 
still looks right in place with the other 
two. The armor is not sleek and smooth 
but it's also not too chunly either. It looks 
to me like a hard sci-fi suit of armor that 
you'd be likely to see in a game of Travel- 
ler. There are a handful of pouches and 
some extra gear here and there. The ar- 
mor is made up of several plates and a 
base color plus a wash will really make 
each plate stand out on its own. A whole 
unit of these guys would be excellent as a 
special unit of Space Marines in 40K or in 
a PanOceania army for Infinity, Quite 
good stuff here and I can't wait for more. 
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03398 Liriel Silverlocks, Elf Bard $3.99 
Sculpted by Derek Schubert 


This mini is an elf bard seated upon a 
stump playing a stringed instrument, 
probably a very long necked lute or bou- 
zouki. The sculpted pose is very good, 
both hands are in playing positions on the 
instrument, and the instrument itself 
seems to be balanced appropriately in the elf’s lap. 
His face is shown to be singing and is very kinetic in 
that he could be in a held note or working his way 
through a refrain. 


The elf’s features are very exotic, with extremely pro- 
nounced ears and long hair with a braid over the right 
ear. The aquiline features and way the figure is seated 
make it somewhat androgynous, so this could possibly 
be used for a male or female character. The figure is 
dressed in breeches and boots with a long open 
sleeved shirt. The right sleeve falls behind the back of 
the lute and may present some problems with distin- 
guishing between the lute and the sleeve. The elf has 
its left foot crossed behind the right, and it took me a 
minute of searching to find where it was in the detail 
of the stump. The left foot also looks bare, as opposed 
to the right which is in a high boot. The elf is also 
wearing a simple belt and pouch with a circle buckle 
on the front. 


The detail on this figure is good. The lute has very 
obvious strings and there are decorative marks on the 
sound board. The peg box is even appropriately an- 
gled back and the pegs are visible. There is good de- 
tail between the elf’s hair, clothes, and ears. The elf 
has nicely done clasps on the front of its shirt that 
could be painted in an understated and simple leather 
tone, or in a flashy metallic to represent brocade or 
jewelry. The stump is somewhat vague, however I 
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found this to be helpful as it could 
be painted as wood, stone, or even 
a piece of giant fungi, depending 
on your setting, although I doubt 
there are many drow lutanists. 


There is a mold line and flash on 
the back of the lute that will take a 
bit of work to even out, and some 
flash on the underside that presents 
an unsteady base. The figure was 
stable once this was removed. All 
in all this is an excellent figure for 
anyone with an elvish bard and 
very much emphasizes the skill 
and power these characters focus 
through music. 


03399 Lydia Copperthumb $2.99 
Sculpted by Gen VanHorne 


This mini is a female Dwarf rogue. She’s dressed in 
boots, pants and a coat with pauldrons and holding a 
long dagger in each hand. This mini is detailed yet 
simple. The straps on the gauntlets, the buckle on the 
belt, and the pouches around her waist are easily dis- 
tinguished. The lines of the coat show movement 
without — ob- 
structing any- 
thing else. The 
mini’s face is 
serious looking 
and deeply de- 
tailed and will 
probably retain 
most of the de- 
tail once 
painted. There 
is very little 
flash or mold 


lines on _ this 
mini. She’s an 
A+ mini. 


03400 Black Orc Soldiers (2) #14.79 
Sculpted by Tre Manor 


On the right we have a menacing looking muscular orc soldier holding a huge sword 
and shield. This mini is very well done. The chain mail and fur underneath is detailed 
and deep as to keep its detail when painted. The face is well defined right down to the 
tusks protruding from the mouth and pointy ears. The spiky shield nicks on it to look 
as though it’s battle scared. There are very few mold lines on this mini, but its still a 
very well done mini that would make a nice addition to anyone’s collection. The sec- 
ond trooper is also of the same muscular variety of orc, but this soldier is a pike (or 
very long spear) in both hands. Again, this is a well done mini with lots of details. 
Rippling muscles, chain mail, spiked bucklers, tusks, etc. The pike and hands are a 
separate piece that did not seem to fit well at first, but after straightening out the pike 
and giving one of the hands a bit of a careful twist, the piece fit perfectly. There is a 
mold line that runs from both of the ears down the shoulders. This is still a great mini 
with nice visible detail that will paint up very well. 


03402 Slithe Champion $9.99 
Sculpted by Ben Siens 


Several months ago I [Mark] painted up a whole slew of Slithe Raiders but didn’t have 
a boss to lead them. Well, now I do. The Slithe Champion comes in three pieces 
(upper and lower body and a spear in his right hand) that all require some cleaning. 
The spear is very similar in appearance to the ones that the regular Slithe carry so he’ll 


fit in fine with them. It fits on to the upper 
torso at the wrist and you might want to pin it 
for extra strength, but I hardly pin anything 
and never really have an issue with joints like 
this so I’ll just glue it. He differs from the 
raiders in a couple of ways. The most obvi- 
ous is that he’s a larger specimen of the spe- 
cies. The raiders are about man-sized and the 
champion is closer to the size of a black orc, 
but definitely not as big as an ogre or the 
Slithe Queen. He also wears a couple of bits 
of armor while they do not. His left shoulder 
is protected by a sea shell plate and his abdo- 
men is covered with plates not unlike those of 
a turtle’s shell. In his left hand there’s a giant 
shark tooth that he uses as a punch-dagger. 
His bottom half is pretty much the same as the raiders, but just larger. The two halves 
fit together at the waist and there was a bit of a gap at the back where you’ll need a bit 
of putty to bring the two halves together smoothly. Both halves has mold lines that 
ranged from extremely faint to somewhat significant that needed to be cleaned and 
smoothed out. He’ll make a good addition to my Slithe Raiders for an upcoming en- 
counter in D&D. 


03403 Na’Kaat, Female Half-Dragon $5.99 
Sculpted by Julie Guthrie 


This is a female humanoid with a draconian face. The scales or plates that substitute 
for hair in this race are swept back from her face, which has a very prominent and al- 
most beak-like snout. Her mouth is open in a snarl or growl. This figure’s breast plate 
details that this figure is indeed female, however some clever work with a file could 
eliminate this and make a usable male character. 


The figure is wearing a breastplate over padding, 
and has either a long split tunic or kilt that comes to 
mid thigh. Feathers decorate its belt and the back of 
its shield. The right hand is detached and comes 
with a sword or axe option, and the left hand holds a 
medium sized shield. The shield and weapons all 
have a dragon wing motif. The figure appears to be 
wearing thick gloves, but the detail is obscured on 
the shield hand. Some work with file and filler will 
be needed to make the weapon hand fit on correctly. 


There was more flash on this figure than with others 
that we got to look at this issue, and some pieces had 
to be examined carefully to make sure a detail was 
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not being removed. The stone patterned base on this figure is minimal, and even with 
the flash and mold lines removed it was a bit smaller than I would have liked for this 
top heavy sculpt. The biggest potential problem with this casting is the scale detailing 
on the legs. The figure’s quadriceps and shins are covered in a scale-like pattern with 
the scales becoming banded on the shins and feet. Each foot ends in three clawed toes. 
This scaling is only on the front, and at first looked almost like a skirt or leggings of 
armor, but the fact that it is only in patches on the front of the legs makes this seem 
more biological. Mold lines running through some of the scaling may make detailing 
difficult. There is a prominent mold line running across the stone work on the base as 
well. 


Overall, despite the strange texturing on the legs and the small integrated base, the lack 
of female humanoid dragon figures more than likely makes this one worth the effort. 
This is great for anyone playing a draconian or dragonborn warrior. The figure is in a 
classic action pose, shield raised, weapon brought back. The armor is ambiguous 
enough to be painted in almost any style, from Roman to Gothic to Samurai, giving the 
piece the possibility of a very exotic tone. 


03405 Black Orc Hero $7.99 
Sculpted by Tre Manor 


This is figure is an orc dressed in a breast plate and 
chainmail. The chainmail is a sleeveless long shirt 
reaching to about mid thigh where it meets a pair of 
plated boots. The orc also appears to be wearing a 
shift underneath the chainmail. The boots are cov- 
ered with large spikes, as are the bracers that orc 
wears. The orc has a large two-handed sword that 
he is holding for an overhead swing in the classic 
“Hassan chop!” pose. The sword itself can be in- 
terpreted as either a long orc cleaver or a very thick 
scimitar, maybe even an exotic curved hand and a 
half sword. The breast plate is held on by a thick 
strap around the back and over the shoulders and 
has spikes over the orc’s belly. 


The orc has very pronounced pointed ears and a 
bald head, but his facial features are a bit distorted. 
Teeth, tusks, lips, and jowls will take a bit of work 
to make distinct, and his eyes underneath very pro- 
truding brows are almost nonexistent. He has huge very muscular arms, and with the 
facial grimace and large sword this makes for a very intimidating figure. The stance is 
very threatening and the slight bend to the orc’s knees make the sword look very heavy 
indeed. 


The base of this figure is molded with an indistinct pattern, allowing for some artistic 


leeway (could be mud, could be grass, could be gravel). However for such a top heavy 
figure the base itself is almost too small. It took some work removing the flash and 
mold line on the bottom, but even after this the figure toppled backwards easily. The 
blade of the sword comes unattached, but fit on very well with minimal empty space. 
The blade did however have a lot of flash and lines and required a bit of work to clean 
up. Other than the base, the figure itself was remarkably free of flash and mold lines, 
and had good clear detail. Aside from the armor and sword this orc has no equipment. 
This would make a great shock trooper or foot soldier, and would be an intimidating 
foe for adventurers. 


03406 Anjanise, Elf Druid $2.99 
Sculpted by Bob Ridolfi 


Just in time for the recent release of 
PHB2 we have an elven druid here. 
Cast as a single piece she carries a 
long and short sword and wears very, 
very little in the way of clothing. Less 
to get in the way of her transformation 
into an animal form, I’m sure. Both 
swords were slightly bent in the blister 
so you might need to carefully put 
them straight again, but neither were 
so far bent that it was a problem. The 
face, ears and hair are really well done. 
She has a forest nymph look about her and she could easily fit into a wood elf army if 
you wanted. In her intended player-character model role she’ll also do very well. 
There were several mold lines that needed cleaning, almost around the full perimeter 
of the model and since there’s a lot of flesh showing you’ll need to be a bit extra care- 
ful when cleaning the model. If you scrape too hard on plate armor when cleaning it 
it’s not the end of the world because it can be a bit of battle damage, but on bare flesh 
you don’t want any errant gouges. 


03407 Hellborn Troll $15.99 
Sculpted by Ben Siens 


Sort of like a cross between and troll and a tiefling, with a great emphasis on the troll 
side of his lineage, the Hellborn troll looks like a fearsome opponent. The model 
comes in three pieces and each needed cleaning. The legs and waist had visible mold 
lines on the inner portion of each leg but the outer side was mostly clean. There were 
some bits of extra metal on the loincloth, too. The upper half of the model, which in- 
cludes his chest, arms and neck, had one mold line along the underside of his right arm 
and there were also some bits of extra metal here and there around his fingers. The 
head had a metal casting tab and some stray bits of metal that needed to be cleaned. 
Cleaning took a few minutes, but the assembly went more quickly. The head fits right 
into place on the neck and unless you’re going to do some sculpting of your own 


Got land? 


there’s really just one way to 
put it on there. The upper and 
lower halves of the body come 
together at his waist and come 
together nicely, with no need of 
any putty. The finished model, 
as its name implies, is troll- 
sized so it’s considerably taller than a regular human character and looks quite imposing. Muscles are 
well detailed his back is a knobby mess of tough, leathery hide. What little armor he wears is a combi- 
nation of leather, chain and plate but it’s not in great repair as one of the plates that hangs from his 
waist is partially broken off from another one. His right hand is open so you could put a large sword in 
there and close the fingers around it without too much trouble if you wanted to really customize the 
model. His horned head has an open mouth that’s full of big, sharp teeth. One ear also has several 
rings in it. He’s a good dungeon or cave-dwelling monster and as a leader of a band of regular trolls or 
ogres he’d make a good boss monster to fight. 


“Making Your Home A Great Place To Wage War” 


14535 Kordtok, Bloodstone Gnome Captain $3.49 
Sculpted by Bobby Jackson 


I’ve liked the Bloodstone Gnomes since they first started trickling out and here’s another guy that I can 
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add to my modest warband of about a 
dozen of these little buggers. Kordtok is a 


single piece model that carries a large 
metal shield and a sword and is wearing 
mostly plate armor along with some cloth. 
If you’re careful you can move his right 
arm a bit to alter the pose but you could 
easily bend it too far and weaken the arm 
enough to break it off. There are glyphs all 
over his armor, shield and sword and a 
good wash after a base coat of color will being these out nicely. Like 
the other Bloodstone Gnomes there’s a lot of armor plating but also a 
good amount of skin that’s visible, too. I paint mine with a dirty blue 
skin color to contrast with a grey-ish armor and it comes out pretty 
good. At least I like it. The only cleaning that was needed was a 
stray bit of metal on his sword from the casting process. I found no 
mold lines and he was ready to base and prime almost right out of the 
blister. Even though there are multiple sculptors that work on the 
Bloodstone Gnome line of figures I’ve been pleased that they all look 
similar enough to each other that they will all go together. I haven’t 
found any that sorely stick out from the rest that you would not want 
to use. 


14539 Azarphan, Death Knight $5.99 
Sculpted by Todd Harris 


This mini is an evil warrior in full plate mail armor with a full hel- 
met, axe and shield. The armor is very detailed. The pauldrons look 
like huge fanged skulls on the shoulders. The helmet looks like a 
skull with bat wings on the sides. The breastplate has detailing to look 


like a skeletal ribcage. One gauntlet is visible and it 
sports the same skull motif. At the waist is another 
skull. The greaves also have the same skull design on 
them right below the knee, but they are a bit less de- 
tailed and harder to pick out here. The skull on the 
left greave is recognizable as the same skull design 
armor, though not as well defined. The skull on the 
right greave is lacking definition. When one turns the 
mini over to back, it’s nicely detailed. Below the cut- 
let fabric billows out around the legs. On the front 
side of the mini, the billowing fabric has a lack of 
distinction in places between where the right leg ends 
and the fabric behind it begins. There are some mold 
lines running down the mini on the right side that 
might be tricky to file out so be careful when clean- 
ing it. The biggest issue is with the hands which are 
separate from the mini. Both needed some work to 
get them to fit perfectly on to the model. Both the 
axe and the shield were very well detailed and the whole model will paint up very 
nicely. 


50068 John Bishop, Space Marshal $3.99 
Sculpted by Todd Harris 


At first glance, Marshal Bishop looks like he might be suited to a wild west adventure 
but he’s wearing power armor in addition to that cowboy hat and those are pistols that 
look sort of like six-shooters are actually ray guns. Bishop’s right hand/gun come as a 
separate piece that’s cast onto the tab fo the main model. It attaches under his shoulder 
pad with a little peg/void joint and a flat section so it should hold fine with just super- 
glue. I don’t see a need to pin it in place. There were several mold lines in various 
places but they were all very faint and easily taken care of. On the front of his armor 
you’ll find a star that backs up his status as a 
marshal, but this could be removed if you’re 
careful and turn him into a space-faring out- 
law if you wanted. On his back there’s a 
breathing tank that has a respirator hose that 
comes out the front by his face. His chin is 
obscured by part of his armor, but you can 
make out a long moustache and other facial 
features under his cowboy hat. Pistons, gears 
and hoses are easily visible as part of his ar- 
mor. The wild west / sci-fi look of the model 
makes me think of Firefly / Serenity and I 
think this model could definitely find a home 
in almost any sci-fi rpg. It might be a stretch, 
a small one though, but I could also see him 
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as a Marshal in a CSO army for Rezolution. If you want him to carry an assault rifle 
type gun it would be an easy weapon swap in either hand. 


50069 Zombie Dog Handler $5.99 
Sculpted by Bob Olley 


Well, when the zombie apoca- 
lypse comes I guess we can 
expect man and man’s best 
friend to both succumb to be- 
coming brain-eating undead. 
Both of these models are cast 
as a single piece and they 
come with a large 40mm 
square base. I compared the 
casting/base tab of this set to a 
regular square base and you 
really cannot cut off enough of 
the tab to make it fit so I'd 
advise sticking with the large 
base and using the duo as a 
tougher than normal flesh eater. I found four small bits of extra metal that needed to 
be cleaned (2 on the casting tab and two on the figure) but it took only about 5 seconds 
for the whole cleaning process to be done. These two are a rotting, bloody mess and I 
mean that in the best way possible. The owner is wearing a shirt, pants and shoes that 
have been torn and tattered and his faithful hound is still held by his collar and leash. 
Chewed up skin, muscle and bone are exposed on both figures. I’m of two minds 
about the piece being sculpted with the models still connected. On the one hand, who 
would keep holding on to their dog’s leash as they are getting snacked on by zombies? 
Maybe they were both quickly set upon by their undead attackers. On the other hand, 
if the zombie-fication virus was maybe some sort of airborne thing then they could 
have both breathed it in and, presto! Either way I think it makes a unique boss zombie. 
Sure, a giant, hulking zombie can be cool, too, but here we have something different to 
add to the legion of shuffling dead and I’m ok with that. 


50070 Toad, Punk Rock Drummer $9.99 
Sculpted by Tim Prow 


Toad comes with seven pieces and requires not only a bit of assembly but he also 
needed a good deal of cleaning up prior to assembly. Toad, just the guy, comes in one 
piece and he’s holding drumsticks in both hands in a pose that has him about to wail 
away on his drum kit. He wears a t-shirt and jeans and sports a tri-hawk haircut and 
has quite an angry look on his face. There’s a stool for him to sit on and the drum kit 
itself is made up of five parts. Every piece had flash and mold lines that needed to be 
cleaned. Id say that total cleaning came in at about ten minutes and assembly took 
another couple. I would recommend putting Toad and his drum kit on a large base, 
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round or square is fine, instead of the regular one that The wolf is wearing 
comes in the blister. The regular one will seem very Grandma’s nightgown and 
~ cramped and you’ll probably have issues getting every- __ his left hand looks like it’s 
thing to sit on one properly. A larger one will end up ready to throw off this 
looking better for this model. So, what am I going to weak disguise and attack. 
use Toad for? I don’t know at the moment. I suppose His furry hands, feet and 
you could use all of the “punks” in the Chronoscope head are clearly visible 
line to build a nightclub diorama or scenario, but he’s and we’re far beyond the, 
not really all that useable in a “move around the game “gee, Grandma, what big 
table” sort of way. feet you have” stage. His 
right hand is hidden be- 
hind his back and it holds 
poor Grandma’s severer 
head by the hair. Seems 
like he has not quite fin- 
ished off the old gal yet. 


50071 Kelly, Corporate Assassin $2.99 
Sculpted by Tim Prow 


Kelly is a single-piece model of a female killer that’s 
wearing a business suit and carrying a large pistol in 
her left hand. She’s wearing sunglasses and her long 
hair is tied up in a ponytail. She’s sculpted in a 
pretty calm pose, probably just after a kill, standing 
straight up with one arm across her midsection and 
the other holding the gun. Faint mold lines were 
found on the inner and outer portions of the model 
but they were quickly taken care of. Her left elbow 
had a little “string” of metal on it from the casting 
process, but I could carefully cut and scrape it away 
from the model without damaging her elbow. She Hans is one of two new additions to the Axis forces from Grindhouse Games. He's for 
also wears high-heel dress shoes to complete her “work” attire. On the rpg side of __ use in their game, Incursion, and also in Secrets of the Third Reich. He comes with a 
things, players of Shadowrun, Cyberpunk and d20 Modern/Future can definitely get | 40mm round base and five parts. The largest part is the main body. Hans is this mess 
use out of a model like this either as a player-character model or as an enemy to throw 
at the players. For tabletop gamers, Rezolution players can definitely get mileage out 
of this model. I plan to drop her into a new Dravani army that I’ve started working on. 


Reviews by Mark Theurer, Judy Henry and Stewart Morrison 


Hans Von X $14.00 


50073 Red Riding Hood and Big Bad Wolf $7.99 
Sculpted by Tim Prow 


Well, what am I going to do with these two figures? Let’s worry about that in a few 
minutes as we look them over. In this blister you get two single piece figures of “red” 
and the wolf that did in her Grandma. Both had visible mold lines and bits of flash 
here and there that needed to be cleaned. Red needed the least attention and both were 
ready to base in a few minutes. Red is dressed in a long, hooded robe (imagine that) 
and her long hair can be seen coming out from under her hood. Her face is priceless as 
it’s in sort of a “oh my, what have you done with Grandma” open-mouthed expression 
of amazement. A basket of goodies hangs on her right hand and a cross hangs from a 
necklace. She’s about 3/4 of the height of a normal human but I think she would have 
been fine being even a bit shorter. 
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(and I mean that in a good way) of all sorts of different parts that make up the 
whole. His left hand has been replaced with a large mechanical claw and his right leg 
is a mechanical replacement that looks a bit like the legs on the APEs but Hans' is a bit 
thinner since it doesn't contain any actual leg, just mechanical bits. A diver's helmet is 
worn on his head and there are also several hoses coming and going including one 
from his codpiece that's probably to get rid of waste. Two metal drums (one quite 
large) goes on his back where it attaches via two pegs. There is one small visible gap 
where it attaches that could use a tiny bit of putty to cover up. His right hand has been 
replaced with a harpoon gun that has a retracting chain attached to it so he can drag 
whoever he hits back to him so he can use that claw on them. It fits on to the body 
with a ball / socket joint that gives you some range of motion, but there's also a bit of 
hose that's coming off the arm that fits into a void in his back so you'll need to bend 
that into proper position, too. The last two bits for Hans are some hoses that go 


from the tank to his body. There were thin, faint mold lines on most parts but cleaning 
and assembly didn't take more than a couple of minutes. I'll definitely use him in my 
German army for Secrets of the Third Reich but I'd drop him into a game of War- 
machine as a strange alternate model for Bosun Grogspar just for fun. 


put out yet (as of late-April as I write this) but he would make a great standard were- 
wolf and could also find work in a d20 Modern or even Call of Cthulhu game. 


Reviews by Mark Theurer 


Blitzhund $11.00 


Just three pieces make up this big bad wolf and one of them is more part of the base 
than part of the guy. The toxic waste drum has a tab at its bottom and this slips right 
into the plastic base's slot. There was a very, very faint mold line (I almost missed it) 
on the drum but no other cleaning was needed on it. The Blitzhund is split at the waist 
and has his right hand (paw?) planted on the top of the drum and is leaping over 
it. Cleanup on him was just as minute as with the drum. There were a few very faint 
mold lines but that's it. The mold line that's still visible in the picture here was not in 
the one that I got. Pants and a few armor plates make up his bottom half, along with a 
bushy tail of course, and he wears a heavy metal plate on his chest but his back is 
mostly bare. Putting him together is easy as it's just gluing the top half to the bottom 
half. To put him on the drum you'll need to take a bit of care to make sure that you 
don't accidentally glue yourself to it, too. The rules for him in SOTR have not been 


34509 Hydras £22.00 


In this box we find two bubble-pack baggies of parts, enough to build four of these 
large, rather nasty looking larvae-type creatures. Two of the models require no assem- 
bly at all. These are the ones that have not been split open to reveal the stalked heads 
jutting out. The cleanup on the first two was basically zero as they were very clean 
castings. They sit on a large round base and there’s a drop off where the figure’s inte- 
gral base ends and the flat plastic base begins so you’ll probably want to build up the 
plastic base with some putty or spackle. The other two larvae have been split open, 
either by an enemy or on their own volition, and either four or seven heads on long 
stalks are coming out to play. On the four-headed version there’s really no assembly 
needed, either, but there were a few bits of flash found on the heads. A barely percep- 
tible mold line was found along one head. While the first three models present Hydras 
that have not yet fully emerged from underground, the fourth is completely on land. 
There was more cleaning needed on this one than on the other three combined. I found 
a few mold lines, some flash and a few thin metal webs from the casting process, but it 
was ready to assemble in 2-3 minutes. There are two main parts to the body that fit 
together via a flat joint. You can see the seam of the joint in the picture, it’s right be- 
low where the yellow painted edge of where the heads are coming out. There’s also a 
sprue that has four spikes and two barbed tentacles on it. The spikes go in specific 
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places along the body and the 
tentacles go at the front and 
back end of the model. You 
also get two additional, not 
pictured, barbed tentacles that = 
could be attached on any of 
the other three models in the #¥ 
same fashion as the seven- ff 
headed one. » 
Each of the four models is BY 
covered in spikes and has a } 
ridged or rippled flesh like a fj 
large maggot or larvae. The 
end looks like a large circular 
mouth with make small spiky 
teeth. Many of the heads . 
have a technological appear- 
ance to them since they ap- 
pear to have some kind of 
gun coming out of the mouth. te 
Uses for these models outside 

of Metropolis or Urban War 5 
readily present themselves in = 
various fantasy games. De- 
spite the technological ap- se 
pearance of some of the = 
heads I think you could use 
these as things like chaos 
spawn and the conversions to 
get rid of the mouth guns 
would not bee too difficult. 


Spore Drake £20.00 


I’m quite pleased to have come across the next 
tow models since they both have a very wide va- 
riety of uses that immediately spring to my mind. 


The Spore Drake is made up of fourteen parts and 
every one of them needed some cleaning. This 
was mostly limited to the removal of flash be- 
cause any mold line that I did find, and there were 
not many, were very faint. The bulk of the model 
is made up of the two parts that come together to 
create the body. The large bulbous back end sort 


Tfno-Fax: 986 S00283 Contact us at infinitvy@corvusbelli.com 
or www.corvusbell.com & www.infinityChegame.com 


of overhangs the segmented torso so there’s no 
putty needed, but you might want to pin the two 
parts together for extra stability and strength. The 
model’s arms end in what look like a cross be- 
tween nasty claws and some kind of alien mouth. 
It’s really quite a gruesome mess. They both at- 
tach up at the shoulder and have a tube that ex- 
tends back to the bulbous butt that’s criss-crossed 
in veins and ends in a wicked spike. There are 
eight little legs that go on the bottom of the 
model’s front end and normally these would be 
wholly inadequate to hold the model upright due 
to the weight of the back-end, but the front half of 
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are Pre-painted non-random 
plastic figures! 


* Dark Heaven Legends, Warlord 
and Chronoscope Models are 
hand cast in high-quality pewter 
and come unassembled 
and unpainted! 


* Sculpted by the best names 


* Over 2000 models to in the industry! 


choose from! 

*Find the figure you need on 

* Monthly new releases to our Figure Finder! 

satisfy your campaign needs! www.reapermini.com/figurefinder 
* Can be melted down into Bullets in case of Zombie Uprising! 


the torso is cast with a tab that will slide into the slot of the base and hold everything in 
place. 


Venom Drake £25.00 


Seventeen parts go into 
this monster so expect 
to spend some time in 
assembly and cleaning 
before you can get to 
the painting. The bot- 
tom part of the body is 
a series of fleshy seg- 
ments that come in two 
halves. One had minor 
mold lines but the other 
had a thin web of metal 
around most of the pe- 
rimeter of the part that 
needed to be cleaned 
off. The two parts went 
together easily but there was a small gap in places that needed a tiny bit of putty to fill 
in and smooth out. The next part was a long snake-like section that rests on top of the 
previous two piece and then extends up to where the head and wings connect. Four 
parts go into the head. There’s the long top piece that’s reminiscent of the Aliens cre- 
ated by H.R. Giger and there’s also a smaller jaw piece and two blades that come out 
the side. These blades on the side could be done away with if you used a bit of putty to 
fill in the small void on the head. The other eight pieces are the legs that attach to the 
bottom of the body that we put together first. There is no tab where the body can at- 
tach to the base but these legs are much larger than the ones on the Spore Drake so 
they should be sufficient to hold up the model. The last parts are two wings that attach 
up in the middle of the snake part of the model. They connect at a small void / peg that 
could probably use a pin for extra strength. Of course, Koralon players for Metropolis 
or Urban War will find tons of uses for both of these models but they will also work 
wonderfully as monsters / demons in Dungeons and Dragons, but I’m really excited 
about both of these models because my oldest son is starting to build a Chaos army for 
Warhammer Fantasy Battles and these will make wonderful Chaos Spawn. 


Reviews by Mark Theurer 


My grubby paws 
_f ripped open a package from 
@ Aberrant today that held a 
Rattler Gun Truck. This is a 
promo special that won’t be 


eagerly 


available for general release until 
later this year, but for those that 
picked up the Warlands Battle Box 
early from Aberrant you could buy 
up to two of these. The Rattler is a 
two-piece model with a resin body 
and a metal turret. The body is built 
on the same chassis as the Utility 
Truck but it does not have the dings, 
dents and battle damage of the 
truck. It reminds me a lot of an ar- 
mored car like the ones that restock 
ATMs with cash. The casting had 
no air bubbles at all. There were 
three places on the model where I had to smooth out what would be closest to a mold 
line on a metal miniature. This was done by carefully scraping with a hobby knife, 
but you want to be very careful when doing this so you don’t accidentally gouge into 
the model. The gun barrels on the turret were both very slightly bent but they were set 
back to straight with no trouble. As with other resin models you need to wash it in 
warm water with a bit of dish soap before priming the model. This was a very, very 
clean resin casting. 


Included with the model is a datacard its game stats. It’s just as fast and maneuverable 
as the Utility Truck, which means it’s slower and less maneuverable than the Weasel 
buggies, it has the same armor as the Truck and one more point of damage. It also 
starts off at just a bit under twice the cost of the regular Utility Truck. The extra points 
are accounted for by the twin (yes, twin!) Spud Autocannons in the turret. That’s auto- 
cannons, not auto-guns like on the Weasel buggy! They can reach out and touch you 
out to 18” away. Like with the Utility Truck, the Rattler has a ramplate that comes 
standard, but you can upgrade it to smash through things more easily. The only down- 
side to the Rattler is that it makes me want Aberrant to release more stuff for the game 
right now and also that I didn’t have it in time to paint or play with in our learn-to-play 
Warlands game in this issue of FR. 


Review by Mark Theurer 
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RBG0025 Goblin Bonebacks (4) $18.00 


These four goblin warriors (Snothocker, Gut, Scratch and Howler) are available as a 
set or you can buy them individually for between $5.50 and $6.50 each. Snothocker (a 
suitably disgusting goblin name) is a single piece model that carries a large spiked 


club. His weapon would be fine in the 
hands of a human-sized model so it looks a 
bit big in his and he’s holding it with two 
hands. There are four skulls tied to his belt 
and several bones can be found tied to him 
or used as armor. His fur bracers are rein- 
forced with bones. His body is very well 
muscled and none of these four are what 
you’d call scrawny little goblins. I don’t 
think they're exactly feral, but they are 
definitely barbaric and any of them would 
do nicely as a player character model for a 
goblin barbarian. I also found several scars on the model in addition to large teeth that 
have been pressed through his flesh, probably as part of some scarification ritual. 


Gut is a about the same size as Snothocker but he looks bigger since he’s standing up 
straight. His belly and head are also larger and he’s not missed many meals. I don’t 
get the sense that these goblins are getting by on scraps and being bullied much by the 
orcs in the tribe. 
Gut also has several 
body piercings, 
scars, and skulls for 
trophies. I think 
that he’s my favor- 
ite of the group and 
that’s mostly due to 
the pose and his big 
mouth that’s open 
to scream some 
kinds of goblin war- 


cry. 


The last two models are both made up of two pieces consisting of the body and then 
the weapon. Scratch’s hands come as part of his dinged and rusty sword that would 
probably infect you with all manner of disease if it didn’t kill you outright. His face 


has many wrinkles and fat rolls and also looks like he’s taken quite a few shots to his 
nose. Last up is Howler and I’ll bet he’s named that because he’s yelling something 
while in mid-swing. His axe is a separate part that fits very nicely into the void left for 
it around his clenched fist. His mouth is full of more teeth and a bigger tongue than 
Gut and he also looks like he’s got some nasty warts or boils on his face. 


The separate weapons needed the most cleaning of anything but this was pretty much 
limited to clipping off the extra metal where the part was cast and then gluing it on to 
the figure. None of the four had any significant mold lines and some had none at all. 
The castings were all very crisp and clean. 


I’m not partial to Games Workshop goblins at all. They look far too cartoonish, espe- 
cially the Night Goblins, for my taste, but these guys look downright nasty. Massed 
ranks of goblins that looked like these guys would make you think twice before wad- 
ing into them. Even though they would not be legal for most Warhammer Fantasy 
tournaments I’d love to see a goblin army made up of these fellows and hope that Tre 
hammers some more out to fill the ranks. Wonderful, nasty little brutes here. 


RBG0020 Crowbiter $6.50 


Not included with the other four goblins is a shaman or wizard named Crowbiter. It’s 


a single-piece model who is not nearly as bulky or muscled as the others. His staff is 
topped by several skulls and it looks more like an incantation device rather than a 
weapon to crack someone over the head with. He’s hunched over a bit and has a 
longer nose and smaller head than the others, but they all have somewhat long and 
pointy ears. Robes cover most of his body and he really doesn’t seem to have the same 
kind of ritual scarification of the others. I found a few more prominent mold lines on 
Crowbiter, but nothing terrible at all. His face and head are the focal points of the 
model and there are several wrinkles that give him an old and wizened appearance. 
Well, for however wise a goblin spellcaster can be. 


RBG0016 Bolverk the Bold $8.99 


This two-part model is another amazing barbarian from Tre’s hands. His face is very 
reminiscent of a model he did for Reaper, Kord the Barbarian, but Bolverk seems a bit 
more slender and a tad shorter, too. Muscle detail is excellent and there are many extra 
bits of equipment and details sculpted on to the model. I almost broke off the shaft 
part of the sword that fits into the void created by his hands. It’s cast on to the tab of 
the model and if you’re not careful right off the bat you could just bend it off and 
you’ll want to avoid doing this. There was one mold line and there are two metal 
“stalks” from the casting process that come out from between his legs that need to be 
clipped off. The pose is very dymanic and I like it a lot. He will make a wonderful 
addition to a unit of Chaos Marauders that I’m building for my son’s Warriors of 
Chaos army for Warhammer Fantasy. I’m building a not-so-tournament-legal unit of 
Chaos Marauders that will include all of Red Box Games’ barbarians and a few select 
ones from other sources like Reaper and Rackham’s old line of metal minis for Con- 
frontation. 


The next two models are also humans but they both appear to be from a human faction 
that’s more civilized than some of the earlier barbarians that Tre has done. 


RBG0019 Ulfgar of Auldheim $8.99 


Ulfgar carries a sword above his head in a pose that would lead us to believe that he’s 
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wading into combat. He’s heavily ar- 
mored, wering some plate, scale and 
leather armor and carries a large, round 
shield. A really neat extra detail that 
really show me that Tre goes the extra 
mile when sculpting these figures is 
that the belt is too long and is tucked 
through the loop and then tied around it 
and dangles from his waist. It could 
have simply been made the exact right 
length but this adds a bit of character 
and authenticity to it for me. His cloak 
is also torn along the edges in several 
places to give him a bit of battle dam- 
age. He had a single casting “stalk” 
that needs to be clipped off and the only mold line I found was a faint one along his 
shield. I think he’d make a very good fighter or warlord player-character model or 
could maybe see action as part of a Kislev army in Warhammer Fantasy. 


RBG0018 Henga, Rolf’s Dottir $8.99 


Henga carries the same type of 
shield as Ulfgar so I’ll put her in 
the same camp as him. She’s 
also a single-piece model and 
she needed about as much clean- 
ing with just one small, and 
faint, mold line found. She 
wears mostly chainmail, instead 
of scale, and also has a plate 
helmet and some leather armor, 
too. She’s almost like a female 
version of the Ulfgar model, but 
noticeably thinner, especially in the waist. Her belt is done in the same fashion as his 
and this reminds me of when Aragorn was gearing up for battle in Helm’s Deep in the 
Two Towers movie. They both also carry a dagger on their belt and have a bit of her- 
aldry up around their neck / collar. Her cloak is in a bit better repair and her helmet 
does not have the studded ridge along the top. 


RBG0017 Woldvagner the Wise $8.99 

This is another of Tre’s models that is reminiscent of one that he did for Reaper. Rost- 
hand the Green, Arch Druid, is an old, bald guy that’s wearing robes, carrying a staff 
and has his other hand extended but they are definitely not copies of each other. Wold- 
vagner’s face, robes and staff are significantly different and he’s also facing the other 
direction with his staff in the other hand. He wears cloths and animal skins and needed 
next to no cleaning at all. 
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RBG0006 Hrothagar the Iron Hearted 


Hrothagar is a stocky, but muscular, dwarf that comes in three pieces. The 
axe and right hand and his pipe are cast on a separate sprue. The axe/hand 
connects at the wrist and rests across his broad shoulders. The muscles are 
well defined but are not exaggerated, well, not for a dwarf that is probably as 
strong as an ox. They are very visible and will paint up nicely but they don’t 
look like a bunch of overfilled balloons. 


I think the pipe is the most interesting part of the model and it gives him a 


whole lot of character. It’s a very small piece and could be left off it you like, 
I’m keeping it, and the figure’s mouth would not look like anything is miss- 
ing. I could see him being dropped into a unit of dwarf slayers in Warham- 
mer Fantasy or as a player-character model. As with all of Tre’s sculpts the 
details are really, really well done and his include several pouches, long braid 
of facial hair (dyed bright orange if he’s to be included as a slayer, of course) 
aram’s horn that’s presumably full of ale. 
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DARK REALM MINIATURES 


:: Sci Fi gaming in a grand scale | 
:: 3 complete races - 
:: Human, Androids and the unique Kraytonians 
:: More Races on the way 
:: Completely free game Rules & additions 
:: Free Scenarios, hobby articles and more. 
:: Active online community 


and goliath war machines in sweeping combat across a myriad of worlds. 
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The DRM system presents the gamer with a new level of strategy in sci-fi gaming. No mere skirmishes here:- 
take the opportunity to command hundreds of infantry, dozens of armoured units, with support from air units 


Issue orders to your forces and pre-empt enemy movements to bring your forces to bear. The action is dynamic, 
the units deadly and victory is yours for the taking, but are you enough of a general to claim It? 


GAME REVIEWS 


Wildwood Grove $18.99 
Designed by Scott Reid 
Produced by WorldWorks Games 


Pretty much right from when I unpacked the pdf files for this set I got it into my head 
that this would be a very easy build that could hit the gaming table quickly and by the 
time I got done with it I feel that my initial assessment was accurate. Wildwood Grove 
is in WWG’s modern line of terrain kits and it represents a graveyard along with a 
crypt and chapel for the buildings and a wagon, a limousine and a hearse for vehicles. 
There are also a bunch of props and standees (cardstock miniatures), too. 


The base of the set is made up of ground tiles. There are eight styles of ground tiles 
with three bare grass (each with a slight variation to the texture and lay of the grass but 
they will all connect up just fine), four with grass and paths (if you’re familiar at all 
with the WWG streets these are like that but the path being more narrow than the 
streets) that come in straight, “L” corner, “T” intersection and a regular intersection 
layouts and then there’s a single tile with nothing but the same material that the paths/ 
walkways are made out of. You can lay out any size of graveyard that you like, but 
these tiles could also be used for a playground or other similar location with lots of 
grass. The ground tiles come in the familiar gridless, 1” grid and 1.5” grid layouts for 
whatever game you happen to be playing. I stick exclusively with the gridless but it’s 
nice to have the other options. 
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The crypt is a 3” x 4.5” rectangle building that goes together really easily. You get the 
same grid options as with the outdoor tiles and there are three floor varieties and three 
wall styles so you can make multiple crypts without too much duplication of their inte- 
rior look. There are no windows on the crypts so the walls just get glued together and 
you’re on your way. The angled roof (three varieties for that, too) is also easy to as- 
semble as are the few props that you get, two sarcophagi and two candelabras. The 
chapel is a bit larger (about 6” x 9” but there’s an angle to one end of it), has fewer 
options than the crypts (just one floor and wall style) and it will also take you a bit 
longer to put together. It also has some angled walls and other bits like a steeple and 
buttresses that will add to your build time but none of them are overly complex. You 
can also print off the stained-glass windows as a transparency, but this will require you 
to cut out the regular windows, put these in place and them glue the walls together. 
It’s not a difficult process but you’ll have to be more careful with your application of 
glue. The resulting effect is quite nice, though. Props for the chapel consist of pews, 
candelabras, rows of candles, a casket, and a few other bits. None are hard to put to- 
gether but the candelabras require a bunch of tiny cuts here and there. 


There are nine other files of props and each one has one or more pages of additional 
detail bits that you can add to the build. Coffins contains, you guessed it, coffins. Six 
of them with a handful of inserts that allow you to put a body in them or leave them 
empty if you like. This is sort of like the containers from the Mayhem Industrial set, 
which I used in a Rezolution scenario a while ago. You could use the coffins in the 


same way and 
have _ players 
open them to 
investigate 
them. |= What 
they get, or 
what happens, 
depends on if 
it’s empty, 
contains just a 
dead body or if 
they disturb 
the slumber of 
a vampire. 
The Fences 
file has two 
options, one 
that you’d 
want to print 
on transparen- 
cies (a simple 
wrought iron 
fence) and one 
that you’d do 
on cardstock 
H(same fence 
but with a dark 
background 
1 like a hedge or 
<. brick wall be- 
hind it). I 
think the trans- 
parency  ver- 


“Making Your Home A. Great P Place To Wage Vi Warr z 


sion would be best and would allow you to see enemies on the other side and shoot 


through it. Of course, it would allow the monsters to see you, too. There are two 
pages of Walls that go along with the fences. The three pages of Headstones contain 
lots of easy builds that you can use to litter cover all over the graveyard but they will 
all need additional cutting around the edges of the stones. In the Graves and Chairs 
file you get 20 cutouts that you can paste onto a grass tile if you want an open or 
freshly dug grave on the battlefield. A nice touch that I'll make use of. The chairs, 
eighteen of them, come with small bouquets of flowers are a nice added detail and all 
(and for those wanting the full funeral/graveyard build I can see them being useful) but 
I’ll pass on building them just from a time standpoint. By the time I get all of the other 
stuff done I’m ready to play. There are two options to the Obelisk Monument file and 
these will go together quickly to add some large obstacles to the battlefield. The one- 
page Memorial Wall prop will turn out to be a pretty good sized obstacle but it also 
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contains several angled cuts. I think its usefulness outweighs the little bit of extra con- 
struction time. Planters and Trees round out the props. The Planters are all easy builds 
and will add a bit of color to the battlefield but don’t really present an obstacle for 
models, unless you rule them as difficult ground I guess. The Trees will require a bit 
of patience to get built as they end up being a three-angled build and require lots of 
angled cuts. I have lots and lots of tree models so these are not that useful for me, but 
if you don’t have any these would help you add some foliage to your table. 


The last file in the set, well not really but we’ll get to that in a minute, are the vehicles. 
The limousine comes in white, black and a sort of green-ghostly-apparition type of 
style. If you’re familiar with other WWG vehicle builds you know that there plenty of 
small cuts and angles to deal with to get these together. If you’re not familiar with 
them then just re-read the previous sentence and know that the vehicles could be the 
most labor intensive (in terms of time vs resulting piece) part of the entire kit. There’s 
just a black and ghostly version to the hearse but one of the black ones has an option to 
build it with the interior available for exploration. You could hide a monster in there 
like in the coffins. The wagon (black and ghostly) is a more boxy build than the others 
but still has a bunch of little angles and cuts to be dealt with. 


The real “last file” is a little extra game that’s been thrown in called Zombie Manor II. 
In the Shellendrak Manor kit you got a mini-game called Zombie Manor where you 
ran around the build (a haunted mansion) and fought zombie and other monsters while 
trying to get your hands on a pendant. Here in the graveyard you’re looking around for 
a ring while fighting off zombies, rats, bats and an old coot of a caretaker. Both games 
have simple rules but it’s a bit of added value content to the sets and if you’ve just fin- 
ished building the kit and want to play with it right away then it’s a good way to throw 
some dice and kill some zombies. You get rules and enough standees (cardstock 
miniatures) to play the game. All you need to add are a couple of d10. Wildwood 
grove could obviously be used in modern games, but if you didn’t use the vehicles it 
would be right at home in a Call of Cthulhu or fantasy game, too. 


Ruined Undercrypt of Kelmarane $16.99 
Produced by WorldWorks Games 
Published by Paizo Publishing 


The Ruined Undercrypt of Kelmarane is WWG’s first offering from a new partnership 
with Paizo Publishing. Paizo publishes the Pathfinder rpg (using the 3.5 D&D rules as 
its core, I have not seen or reviewed the Pathfinder rulebook yet so I might be off on 
that assessment a bit) and this kit will allow you to build a dungeon to go off an ex- 
plore. This product does not, however, contain an adventure. It’s just the terrain. 


The product is delivered in pdf format and has several files that you will print out on 
cardstock and assemble to create the final product. The thing to start off with is the 
instruction book. No need to print this out. I usually have the instructions up on the 
computer close to where I’m building my cardstock models for quick reference. The 
instructions are extensive, clear and easy to follow. The construction of ach part of the 
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build is explained in very good detail and there are also some good tips on how to 
build your cardstock models more cheaply (like using a continuous ink system that I 
had not heard of before) that helps to reduce what is the most expensive part, the ink, 
of building any of these kits. WorldWorks Games makes many, many terrain kits and 
this one gives you the basics of building them instead of jumping right into how to put 
together piece X or part Y. This is good because the initial target audience for this 
product is the rpg player, or more likely the GM of a gaming group, who might not 
really know anything about this type of product. For longtime cardstock builders it 
might not be anything new but it’s a good, clear introduction into this part of our 
shared hobby. 


Ok, on to the actual building of what’s here. The first thing that I noticed, and was 
really pleased to see, is that the entire build is designed to be built using a single sheet 
of 20” x 30” foamcore as its base. You will use the foamcore sort of like a sub-floor to 
the dungeon and the printed cardstock will get glued on top of that as what your minis 
will travel and fight on. You have two options when building this kit. Those would be 
to build it in true 3D mode with walls, doorways, arches and everything that your 
minis would actually see if they were really there or you can opt for what’s called a 
2.5D version where you just build the floors of each room and a few other things like 
doors. 


The 2.5D version is the easiest to build and the easiest to describe so we’ ll start there. 
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There are 6 rooms (one is made up of four sections, but it’s still listed as a single room) 
and if you have a sheet of foamcore (matt black is recommended) and about 26 (give 
or take) sheets of printed cardstock from these files (of course, you’ll need glue, a 
hobby knife and a metal straight edge for lining up your cuts) you can have a good 
looking and very playable dungeon layout in very short order. All of the rooms use 
pretty simple, straight cuts and the colors (mostly tans and greens) make for a very 
good looking dungeon. With the 3D version you’re going to add walls, pillars, raised 
thrones, stairs and other elements that will increase your build time but will also add a 
more life to the resulting dungeon. There’s really nothing hard about building any of 
these things, it’s just going to take you a little more time (and cardstock and ink and 
glue) before you can play with it. Gluing all of the floors down to the foamcore may 
seem like an unneeded step, especially if you’re used to playing with existing dungeon 
tiles, but the cardstock that the retail versions use is thicker than will go through most 
printers (at least the ones that I’ve had) and gluing your floors down to the foamcore 
will keep them from bending and will help them last a lot longer. 


For longtime rpg’ers that have made due with rolled maps and markers (or less) for a 
long time or more recently using some of the map tiles like those available from Wiz- 
ards of the Coast the amount of work in a set like this might be a bit daunting. As rpg 
players we generally spend a lot of time creating characters and maybe painting a 
miniature to represent them while the GM can put in long hours of game/campaign 
prep and can spend even more time painting minis (of course, pre-painted options are 


readily available nowadays, too) so we’re really not used to spending as much time on 
what essentially is terrain construction as miniature/tabletop wargamers. Thankfully, 
I’m both an rpg’er and a wargamer so sets like this are not really anything new to me 
and if you want to start off small I’d recommend building a room or two using the 
2.5D method and then deciding if you want to move on to the full-blown building of 
the kit or not. If you’ve ever played Heroquest (the Advanced or regular version) or 
Descent where you get all the parts to build and play in a dungeon this is a lot like that 
except that with this kit you are building the dungeon, literally, before you play in it. 
This is a good start to the series that you can expand on by altering or increasing the 
shape of the rooms to build larger dungeons to explore or just building it, kill some 
monsters, take their treasure and wait for the next set to come out so you can lather, 
rinse and repeat with a new dungeon to explore. 
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_ The Quintessential Fighter $24.95 
Written by Fabio Passamonti and Alessandro Santori 
Published by Mongoose Publishing 


The Quintessential Fighter (TQF) is Mongoose Publishing’s 

second book in the updated versions of their classic series 

that were originally published as part of the OGL revolution 

when the 3™ edition of Dungeons and Dragons came out. 

Now, with the release of the 4" edition of D&D, Mongoose 

is re-doing this series to add more options to player- 
characters. 


TQF is a 144-page perfect-bound soft cover book with a 
color cover and black & white interior artwork. The book is broken up into seven 
chapters, each of which have something to do with some aspect of the playing of a 
Fighter. If you’re not a fighter you’re not going to find a lot here that will tickle your 
fancy. If you play a fighter, or plan to play one, then there’s a lot here to get you inter- 
ested. 


In the first chapter [A Fighter’s Role] we look at the role of fighters in D&D. This 
chapter is a good way to get inside the head of a fighter player character. It’s sort of 
like reading a primer on optimizing an army for a wargame. Sort of like, “Oh, you’re 
playing Dark Elves in Warhammer? Well, they excel at...” Now, I’ve heard plenty of 
arguments that the new edition of D&D is just a glorified miniatures wargame but how 
you play the game, in my opinion, is more up to your group and DM and is not entirely 
tied to a new edition that’s changed up the game a bit. I’m not trying to suggest that 
D&D and Warhammer are the same kind of game. What I’m getting at is that this 
chapter could be of good use to new players that might not really know how to opti- 
mize their fighter to be able to kick more butt. Also, when you look a the origins of 
your fighter, there are specific hints given at how to role-play all sorts of different 
kinds of fighters that come from different backgrounds. This chapter ends with a 
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handful of new fighter builds, including the Ranged and Mounted Fighter. 


One of the biggest, if not the single biggest, changes to the 4" edition of D&D is the 
advent of “powers” for all classes. Now that every class has a cool anime name for 
each of their moves, spells and attacks there’s room to create more and more of these 
powers and in Chapter 2 [A Fighter’s Power] we get more than 20 pages of them. 
Ranging from level 1 to 29 we get new stuff to play with like Surging Arrow (penalty 
to hit but does STR and DEX modifier damage as a bonus if you hit), Hidden Reser- 
voir (if you’re out of encounter powers you can use a healing surge to get one back) 
and Fatal Hesitation (you do decent damage if you hit and your target loses their next 
standard action). Skewer of Doom seemed a bit clunky to me, if you are armed with a 
polearm or spear you can make a primary attack and then make a secondary attack 
against an enemy that’s adjacent to the primary target but also has to be on the oppo- 
site side or corner to you, but overall I found a lot to like in this section. There are also 
a small number of Martial Rituals, which are similar to magical ones. An example of 
one is where you psyche yourself up for an hour and declare a Death Oath against a 
single enemy that you’ve met before. Next time you meet him you’ll be more focused 
on putting his head to bed. 


Paragon paths [A Fighter’s Path] is next and it’s of significant interest to me since my 
D&D group’s characters will pass 10" level soon. Most of them, and there’s 14 of 
them, are just fighter-specific (which you’d expect since this is a fighter book), but a 
few have racial requirements (Dragonborn Myrmidon, Eladrin Blade and Tunnel De- 
fender) and some require proficiency with specific weapons or already having acquired 
specific feats (Fusilier, Lord of Chains and the Pilgrim Fighter), but I think that they’re 
a nice addition to what’s already available fighters. I’m particularly eager to build a 
Fusilier as soon as one of my current characters bites the dust. In chapter 4 [A 
Fighter’s Feat] you get new feats for all three tiers of characters and some are very 
defensively-minded (Impervious Chain, which gives you +2 AC but only versus spe- 
cific weapon types so you’ll need to make sure what you’re getting hit with every time 
you get hit) and others that mimic damage reduction (Scale Mastery that allows you to 
burn an action point to reduce the damage when hit with some specific weapons). 
There are also eight Combat Styles at the end of this chapter. These give you a benefit 
if you meet a set of prerequisite feats, skills and powers. Most of the Combat Styles 
require that you have something out of this book but there are a few that don’t. About 
half of the benefits are modest damage increases, but there are also defensive and 
movement bonuses to be had. 


Chapter 5 [Adventuring Gear] is one of my favorites and a lot of that has to do with the 
inclusion of guns. Ok, guns, even primitive ones, are not everyone’s cup of tea in a 
fantasy game but I like them a lot as it makes things like pirates (of course you can 
have pirates without guns) very playable and porting over Iron Kingdoms (from the 
Privateer Press Warmachine and Hordes game world) stuff a lot easier. If you’re not 
into guns then there’s still new armor (like Chain Shirts and Field Plate), Alchemical 
Treatments (Reflecting and Umbral), new Weapon Properties (Tearing, which adds 
ongoing damage to critical hits...nice!) and seven pages of new magic items to dole 


out to your players. 


The last two chapters detail [Organizations] and [A Fighter’s Arena]. The former is 
the most role-playing (as opposed to just rolling dice in combat) centered part of the 
book. We find several groups that fighters can join and move up the ranks in or re- 
main just a member in good standing. Each has details of the group’s leader and its 
hierarchy along with information on members and adventure hooks. If your whole 
group were members then you could run operations strictly for their organization, but 
you might also have one or two party members that are in and organization and the rest 
of the group could operate as contractors. Organizational goals that might be kept se- 
cret from other players could lead to interesting decisions that need to be made in the 
midst of a game. Do we kill the enemy courier or take him back to headquarters for 
questioning? The latter is a series of battlegrounds where fighters will be quite at 
home and where they can show off their ability to kick butt. There are four battlefields 
depicted and each has special features like ice, magma, teleport plates or traps. They 
can be used as intended, having fighters or the whole party showing off as part of a 
grand spectacle in an arena, but they are also good places to have a “boss” fight at the 
end of an adventure. One is of Heroic level, two for Paragons and one for Epic charac- 
ters and you get some background and monster lists for each. 


I found a lot to like in TQF. If you’re a player of fighter’s and are looking for some 
stuff to make your sword-swinger stand out from the crowd then I’d recommend this 
book. If you’re not interested in playing this kind of martial hero then there’s really 
nothing here for you. Some of the artwork and maps were a bit dark and are a bit hard 
to really see the detail on. I hope that Mongoose Publishing makes them available on 
their website as color pdfs that you can download. So far, both (TQF plus The Quin- 
tessential Wizard) of the updates and re-issues in this line have been worthy additions 
to the 4" edition of D&D and I’m looking forward to more of them. 


Review by Mark Theurer 


PAPER MAKE IT ! 


Paper Make It! is a company out of Italy that makes pdf files for use in cardstock mod- 
eling. This issue we have three kits that can be added on to existing ones in the sci-fi 
terrain range or used on their own. 


Platforms: Warning Lines $4.00 


In this set you get files with which you can build many different types of walkways 
and platforms for sci-fi games. In fact, you get over 100 tiles to mix and match to 
build a battlefield. There were two things that immediately came to mind when I saw 
this set. First, it reminded me a lot of some battlefields in Quake: Team Arena where 
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you found yourself running around platforms like the one above shooting the crap out 
of each other. You’d probably not have it floating in space like the picture, and some 
of the Quake arenas, but it would be ideal for making a similar gaming area. The sec- 
ond thing that I thought of was that this could be ideal for building Necromunda-like 
terrain for a variety of games. One of the things that I liked the most about that game 
was the terrain and fighting on elevated levels. This seems perfectly suited for that 
kind of application. You can choose to build the platforms and walkways either 1/4” 
thick with a reinforcing section within the structure of the model or you could glue it 
straight down to 1/4” mdf and paint the edges black. In addition to the platforms in the 
style you see above you also get blank white ones that you can import into Photoshop, 
or another similar program, and edit however you like. With the instructions there are 
also notes on how to combine this set with others in the line. You also get a free squad 
of 4 cardstock space marines along with this set. 


Platforms: Screwed Diamonds (Free for owners of Platforms) 


Well, the name may sound a little 
strange at first, but this set consists of 
walkways similar to those above, but 
these are made to represent Diamond 
Plate like you might see in an indus- Ee 
trial area or on the side of a lunch 
wagon at a construction site. This is 
a free set that owners of the previous & 
set can download to add some variety 

to the look of their layouts. It in-§ 
cludes 1” wide corridors in lengths gees 


ABG WL001 WARLANDS Battle Box 

No one can seem to remember exactly how it 
started or indeed how it ended. But it did... 

Now decades after the last war, mankind fights 
for survival on the battlefields of a post-apocalyp- 
tic earth. Warlands pits the last human survivors 
against each other and the unnatural horrors that 
breed in the wastelands and dead cities. Strap 
yourself in for high-octane action - from small-scale 
skirmishes to large battles, the Warlands sing with 
the screams of the dying and the roar of ma- 
chines... 


%.www.aberrantgames.com 


Full Throttle Vehicular Combat! 
Warlands is a turbo-charged miniatures game 

of cinematic combat set in the ruins of a post- 
apocalyptic earth. Where the last remnants of Man 
battle for supremacy and resources against mu- 
tants, the dead and each other! Where warriors of 
the wastelands want but one thing, the black gold, 
the guzzoline! ; 


This battle box contains everything you need to 
begin your fight for dominion over the Warlands: 


+x Weasel Scout Buggy with Spud Autogun and crew 
» 1x Weasel Scout Buggy with Rocket Launcher and crew 


1 x Utility Truck 
Rulebook and Dice 


from 1” to 4” and you can combine these to make much longer tunnels. There are 2” 
wide corridors in the same lengths and also 3” x 3”, 3” x 4” and 4” x 4” varieties. 
This set would be perfect to use if you wanted to build a large space hulk to fight in. 
The fact that you can get it for free after buying the base set, which is pretty darn cheap 
to begin with, is just an added bonus. 


Platform: Metal Ladder (Free for owners of Platforms) 


This small set is another free add-on to the Platform set so if you pick that one up you 
can get this one, too. It’s used to build ladders to allow your models to move from one 
level to another but the construction of the ladders seems quite fiddly. Each rung is 
cut, folded and then glued to the supports individually which means you’ll be doing a 
whole lot of cutting and gluing just to build one ladder. You get two styles, in two 
color schemes each, of ladders but for the time it takes to build them I’d rather put to- 
gether a more substantial piece of terrain for my battlefield. 


Vault Gates $4.00 


This is an add-on 
set to the Barri- 
cades set and it 
creates a  con- 
trolled access entry 
point to a larger 
complex. You’re 
going to have to do 
a bunch of assem- 
bly to put this 
small set together 
but the result is 
really pretty cool. 
As you can see, there’s a control room that comes with a computer console and there 
are also windows to look out to see what’s coming up to the gate to request entry. The 
kit’s plan has you sandwiching some clear acetate between the inner and outer wall 
sheets to create the reinforced glass windows. You can skip this step if you like but 
having the plastic in there does make it look pretty cool. The gate itself can slide in 
and out while you’re playing and moving models from one side to the other. I’m sure 
creative players can come up with home rules for crushing some poor slob in the heavy 
metal doors. The components in this set can be used to build larger entry points and 
control rooms if you have a bit of extra time on your hands. This is a very good addi- 
tion to the Barricades set. It doesn’t have too many fiddly cuts at all and will go to- 
gether pretty easily and not take too much time to build. 
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Written by 
g Published by Warm Acre 
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ZONE 


weeeede No Go Zone (NGZ) is Warm Acre's new game of modern 
urban combat. The 26-page (plus extra pages of streets and 
cut-outs) rulebook is printed on A4 size paper in full color on 
heavy paper stock. A "Parental Advisory" is found at the 
bottom left corner of the front cover advising mature content 
and this is a warning worth heeding. You'll see why soon. 


, NGZ depicts battles between good guys (Police and Para- 
medics) and the baddies (Prostitutes, Hooligans and Vandals) 
with normal citizens caught in the middle. While the police have a very Brittish feel to 
them the others could be at home in pretty much any modern setting. The rulebook 
cover also has a little "UK Edition" note on it so other settings might be in the works. 


The Mature Content 


So, right off the bat the Prostitutes get us into this territory, especially since part of the 
Chaos side's way of earning respect is by turning tricks. There are no gruesome details 
of the actions going on here, just saying that a client is being "serviced" or "getting 
their rocks off". We also have rather unnecessary uses of the f-word in the rules, “the 
police can really f*** up your fun.” I didn’t think it was needed at all and seemed kind 
of gratuitous, but it’s probably not out of place in the game setting, especially with 
what’s coming next which is the action resolution system. I’ll describe the system in 
detail in a but, but suffice it to say that you’ll actually be flipping off your opponent 
from across the table and I bet the (in)appropriate words will accompany every one of 
these actions. 


Now, having said that, this part of the game is really not to my liking is just my opin- 
ion. If it's what you're after then be my guest. It's jus not forme. But, nobody should 
be shocked or offended by what you find in the game because it's plainly labeled on 
the front cover and you've read it here, too. 


Gameplay / Rules 


You’re going to lay out the cut-out streets to form the play field which will have entry 
points like pubs and clubs for the Chaos player. Each player is trying to generate 
enough “respect” to win the game, but there are also a couple of other ways to win. If 
the other player is reduced to zero respect you win immediately. The forces of Chaos 
can win through excessive “tagging” and Law can claim a victory by locking up all of 
the Chaos figures. There are a couple of other ways, too, but earning and losing re- 
spect are what you’ll probably do most of. 


In addition to keeping track of your respect you’ll also need to track the current Threat 
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and Force levels in the game. These do not need to be the same, but it benefits the 
Law player if they are. The higher the Threat level the stronger the types of Chaos 
figures, and the crimes they can perpetrate, can come into play and the higher the 
Force level the more options that the Law player has in dealing with the criminals. As 
an example, the Threat level has to get up to 3 before hooligans can come out of the 
pubs and assault common citizens and the Force level has to be 3 before they can start 
arresting people. Both of these, respect and the two flavors of force, will fluctuate 
during the game. 


During a game turn you will pick an area, each map block is an area, and do something 
to try to help your cause. Chaos players can gain some respect right away by picking 
an area that is tagged or one that contains casualties and doesn’t have any Law figures 
in it. You will also take actions with your models in the area you picked. You can 
also choose to have your figures loiter and also possibly bring new models into play 
depending on the Threat and Force levels. At the end of each player can adjust their 
level (Threat or Force) up or down by one point. This will either increase or decrease 
the availability of more models and options for each side. Since Chaos players can 
earn respect by activating an area that contains casualties, but no Law figures, it bene- 
fits them to beat people up in the middle of the turn and then activate that area at the 
start of the new turn. If successful, they can reduce the Law’s respect by beating peo- 
ple up and then raise their own by activating that area again next turn. 


Each side has specific actions that their models can perform. Everyone can move, but 
police cannot solicit for prostitution clients and hooligans cannot arrest people. Being 
successful in your actions is how you will earn the bulk of your respect and determin- 
ing if you are successful is accomplished without dice or cards, but with a modified 
version of rock-paper-scissors. Here’s where we get back to the mature content. 
There are five “throws” that you can choose from in the game. Poke is holding out 
two fingers like poking someone in the eyes, Smak is a balled fist, Slap is an open 
hand, Trik is like making an “ok” sign and Flip is, you guessed it, flipping someone 
off. What symbols beat other symbols is detailed on a diagram of a pentagram. As an 
example, Smak beats both Trik and Poke, but is beaten by Flip and Slap and is tied by 
another Smak. If you win the “throw” you earn some (or cause your opponent to lose) 
respect, but if you win it while using specific “throws” you’ll earn even more. If your 
hooligan goes up and assaults a citizen and wins then Law loses 2 respect, but if you 
win the “throw” using Smak then Law loses 4 respect. Of course, Flip always beats 
Smak so that’s an auto-win for the Law player, but Poke always beats Flip so there’s 
the same bluff and chance involved as when playing regular rock-paper-scissors. 


How you choose to try and win the game, reducing your opponent’s respect to zero 
and basically taking over the town or running off the opposition or do you want to use 
a show of force to beat them to a bloody pulp or throw them into jail, is up to you and 
will probably change as the game goes on and you see one strategy maybe not working 
out so well. 


The Book 


The book is well done with clear text and lots of pictures to help teach all of the ac- 
tions in the game. The ten pages after the end of the rulebook contain street sections 
and plans for cardstock vehicles. If you don't want to cut up your book they are also 
downloadable from the NGZ website at www.no-go-zone.com/downloads. I would 
highly recommend either scanning the vehicles or downloading the pdf versions and 
then printing them out on cardstock to build and use them. While the paper used in the 
book is of excellent quality for something you’d read it’s not ideal for making paper 
models. The vehicles (police car and van and an ambulance) are all very usable in 
other modern-ish miniature games and I can see them getting a lot of use from Rezolu- 
tion and All Things Zombie players. 


The concept of a modern game of combat in the modern world is a good one, but I’m 
afraid that the mature content that was chosen to help execute it is just not my cup of 
tea, so to speak. For other people this might not be a big deal at all and to them I’d say 
check it out. 


Review by Mark Theurer 


Shattered Sword: BattleZone V Terrain System Base Mat $34.99 
Produced by TOG Entertainment 


I’ll have a full review of the Shattered Sword game in the next issue of FR, but until 
then we’ll have a look at a terrain mat that goes along with the game. There has been 
much comparison between Shattered Sword and Battleground: Fantasy Warfare on the 
web. It seems like the two principles, Jim Mauro with TOG Entertainment (makers of 
Shattered Sword) and Chad Ellis of Your Move Games (makers of Battleground: Fan- 
tasy Warfare) have been able to agree that their games are different enough that no- 
body needed to get into any kind of legal action. 


OK, on to the terrain mat. It’s mailed in a round tube to eliminate any creasing and it’s 
constructed of vinyl of a decent thickness and is printed with a grassy landscape on the 
playing side. It measures 30” x 40” so it will fit on a normal sized kitchen table just 
fine. The color printing is very well done and it’s not super-slick. Cards can be easily 
moved across it but they won’t slide around quite as freely as if they were on the table 
alone. There are TOG and Shattered Sword logos in the corners of the mat but these 
won’t get in the way of anything, really. There are also some quite faint red and yel- 
low markings to define deployment zones for armies in Shattered Sword. They are 
very faint, but you’ll see them if you’re looking for them. If you’re playing Shattered 
Sword this is a nice, good mat to play on. It’s also quite good if you’re playing Battle- 
ground. Also, if you wanted to convert “squares” of movement to inches for a large 
outdoor encounter this could be put to very good use in Dungeons and Dragons. I 
really don’t think the faint deployment zone markings would get in the way of using 
this mat for other games. It’s a bit small to use for a miniatures game that usually uses 
a4’ x 4’ gaming area, but it’s still useful for its intended purpose and a bit more. 
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Shattered Sword: BattleZone V Terrain System Terrain Pack #1 $19.99 
Produced by TOG Entertainment 


Also available is a terrain pack, also printed on vinyl, that allows you to add hills, for- 
ests, hedgerows, a field and rock piles to your games. This sheet measures almost 13” 
x 31” and you’ll need to cut out the terrain features to use them. The large hill is about 
12.5” x 6.5” and all of the other features are smaller but you can see, above, that you 
get a bunch of them so you can really lay out a lot of stuff on your base mat. I would 
advise using a bit of blue-tack to secure the terrain features in place while you are 
playing. The terrain features, along with the base mat, can be written on with wet- 
erase markers and the whole thing will go back into the shipping tube for storage. 


Currently, last May as I write this, both of these items are on sale at TOG’s website 
(www.togentertainment.com) and you can pick them up for around 25% off. 


Reviews by Mark Theurer 
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out now 


Traveller is back, and it is better than ever! 


Based on the Classic Traveller rules set, this book has been 
streamlined for modern roleplaying, and yet still retains that 
unmistakable Traveller aura. With complete rules for character 
and world creation, spaceships, encounters and trading, it is your 
gateway into new universes. 


The Traveller Main Rulebook is the cornerstone of all your Traveller 
games, to be expanded upon with core supplements such as 
Mercenary and High Guard, or used with different settings like 
Strontium Dog, Hammers Slammers, Judge Dredd and, of course, 
the Original Traveller Universe. 


released july 2009 


Based on the novels and short stories of David Drake, Hammers 
Slammers is a brand new setting for the Traveller roleplaying 
game. Players will take the part of tank crews and specialists 
within the best known and most capable mercenary unit in the 
galaxy! This full colour hardback is packed full of the history of the 
Slammers, the weapons, vehicles and tactics they use, new Careers 
— all rounded off by a series of missions to get you started. With 
all vehicles created using the Traveller Vehicle Creation System, 
this book is guaranteed to be fully compatible with every other 
Traveller book, allowing you to mix and match supplements as 
you desire! 


released summer/autumn 2009 


Mega City One - a vast metropolis where each of 360 million 
citizens is a potential lawbreaker. Patrolling these mean streets 
are the judges, tough lawmen of the future, trained to keep the 
peace and equipped to take on the criminals of the 22nd Century. 
Toughest of them all is Judge Dredd, for he is the Law, and you'd 
better believe it creep! 


Judge Dredd is a new setting for the Traveller roleplaying game, 
in which you take on the role of Mega City One judges, patrolling 
the streets astride your Lawmaster bike, ready to defend the 
city’s civilians against an array of foes. Lavishly detailed as a full 
colour hardback, Judge Dredd will take your Traveller games to 
somewhere they have never been before! 


Incursion $0.00 Free! 
Published by Grindhouse Games 


Incursion is Grindhouse Games’ new game set in the Se- 
crets of the Third Reich world. The game is free to 
download and includes three files, all in pdf format. To 
play the game you’ll use Grindhouse’s Weird War II 
miniatures, which are also very usable in Secrets of the 
Third Reich by the way, to fight it out between the US 
Lucky Seventh and the German Special Weapons Devel- 
opment (SWD). The game is set on Gibraltar, which had 
been taken over by German troopers. They conducted 
horrific experiments there and the allies were able to suc- 
cessfully retake it, but they were beaten back by the terrible creatures inside. It was 
eventually sealed, or so the Allies thought, but the myriad of tunnels made it impossi- 
ble to cut off all routes of escape so now they must venture back into the dark and fore- 
boding tunnels to kick some Nazi zombie butt. 


The three files consist of a rulebook, a set of “assets” and a full-blown map. The rule- 
book is 24-pages long and contains the rules of the game, stats for all of the models 
and seven scenarios. The rules of the game are not hard to pick up and each turn you’ll 
play through a maintenance phase and an action phase. I’m going to jump to the action 
phase first because that’s where most of the, you guessed it, action takes place. All of 
one player’s models are activated and used before the other player goes. Each model 
has a certain number of action points to do things with, like move and shoot, and you 
cannot save points from one turn to the next. Moving forward a space costs 1AP, 
opening a door costs 1AP, shooting a weapon usually costs 1AP and so on. If you 
have six AP you can shoot six times if you want but generally there are scenario objec- 
tives that will have you wanting to move and not just sit there and blaze away at the 
enemy. You can also declare that a model is on Reaction Fire which will allow them 
to shoot in the enemy’s turn as targets present themselves. Shooting is handled easily 
by rolling a number of d6, called Damage Dice, as indicated by the weapon and com- 
paring the individual results to the Fortitude of your target. If you meet or exceed it 
you cause a point of damage. Once a model is out of Damage Points they are pulled 
from the board. All of the US APEs have at least 2DP, with Slugger Murphy and get- 
ting 4DP, and the German SWD forces vary from the lowly Sturmzombie that has just 
1DP to Hans the Hunter who has 4DP and a Fortitude of 6! Hand-to-hand combat is 
basically the same, roll DD - compare to Fortitude - tick off DP. The basic rules for 
doing things are very simple, but it’s the special rules that make your guys special. As 
an example of a few of these... 

When Slugger Murphy causes damage with his pistol using normal fire he can 
shoot again. He can keep shooting as long as he keeps causing damage. The 
downside is that each successive shot is at —1 to the DD roll, but it sure doesn’t 
suck. 

The APE Sergeant can allocate any of his unused AP to allied models that have 
not yet activated this turn. 
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Ilsa Von X can move through spaces occupied by other models by using her Leap 
ability. Normally, moving through occupied squares is not allowed. 
A Bomberzombie could blow up if damaged by a shooting attack. 


So, basically, we have a few simple rules to cover the use of action points and combat 
and a bunch of exceptions or special rules to give more tactical options while playing 
the game. Ok, now back to the maintenance phase for a minute. At the beginning of 
this phase each player will get a certain number of Command Points. These can be 
used as action points for friendly models and to force cards in play (more on those ina 
second) to be discarded or to bid to go first in the upcoming action phase. Careful bid- 
ding can give you two consecutive turns of actions in a row if you go second and then 
win the bid to go first. You’ll probably be out of CP for a turn but you’ll have plenty 
of butt kicking to do with two consecutive turns of actions for all your guys. Each 
player has a limit of between 1 and 5 cards that they can have in their hand and you 
draw up to your maximum during each maintenance phase. These are special events 
like Battle Rage (gives a model a bonus to hand-to-hand DD this turn) or Critical Hit 
(automatically cause a point of damage instead of rolling DD) that you play, but your 
opponent can cause them to be discarded if they pay a cost, in CP, that’s indicated on 
the card. So, I might be able to blow all of my CP to get two tums in a row but I’ll 
probably be unable to stop my opponent from using all of the cards that he has in his 
hand. It’s a nice trade-off in tactics and style of play. 


The “assets” file contains the cards, counters, model stat cards, doors, and board sec- 
tions. You can also download and print out the whole board at once, but at 22.5” x 44” 
it will cost you a pretty penny to have it made at your local copy shop. I’ll go for 
printing out the whole “assets” file and mounting the board sections on foamcore or 
MDF. All of the artwork in the game is gorgeous. The interior artwork and the cards 
have a gritty comic book look to them and the board sections are beautiful and realis- 
tic. Even if you weren’t going to play Incursion the board tiles are very much worth 
having for other games. Getting the front and back of the cards to line up perfectly 
might be a little tricky to do at home so these are probably best sent off to your local 
copy shop if you want them to look really good. Sure, it’ll cost you a few bucks but 
the whole game is free so it’s a pretty decent tradeoff if you ask me. 


The game is easy to learn and play moves along quickly once you learn the basic rules. 
Yes, you could play it as a straight boardgame without the miniatures but I’m using 
them for SOTR, too, so that’s a non-issue for me. It’s a very cool game world and the 
game is extremely expandable to include more troops on all sides of the war. The 
seven scenarios included in the rulebook could be played through in a weekend if you 
really got into the game so I’m hoping to see more scenarios and map tiles up on the 
Incursion website as soon as they can churn them out. 


Review by Mark Theurer 


*} Last issue we got to look over the basic 
box set from Warlands, Aberrant’s new 
game of post-apocalyptic car combat. This 
time around we’re taking the game for a 
spin with a learn-to-play battle report that 
1 will allow us to kick the tires and head out 
onto the highway. 


The first thing for us to do is to put to- 
gether two teams to battle it out. At this 
point in the game’s development and re- 
lease this is a pretty easy thing to do since 
only two vehicles have had their stats and point values released. The Weasel Scout 
Class Buggy starts off at 22 points and comes armed with a Rocket Launcher. It can 
be upgrade to carry a Spud Autogun for an additional 3 points, which I did for all of 
the buggies today. The Utility Truck’s starting cost is 16 points and that’s its ending 
cost, too, since it doesn’t have any available upgrades. To keep things relatively sim- 
ple since this we’re just trying to get the hang of things we’re going to opt for two bug- 
gies and one truck on each side of the fight. As far as models are concerned I have not 
had a chance to paint up the resin vehicles that come in the basic Warlands set, but 
thankfully the game is the same scale as Hot Wheels and Matchbox cars so I’Il have 
team Target and team Walmart squaring off in a desert landscape. 


I kept everything pretty simple for 
this outing and you can see that there 
were no buildings to block line-of- 
sight. The darker, straight sections 
on the battlefield are roads an the 
lighter sections will be considered 
off-road. The Utility Trucks can go 
off road, but can only accelerate to 
Cruising speed. The buggies can go 
as fast as they want. The standard set 
up recommends a 4’ x 4’ table and 
| we’re playing on an area just slightly 
) larger than that but I doubt that it will 
all be used since there are not obsta- 
cles for us to drive around. To set up 
/you roll to see who will place first 
,and then you alternate setting up your 
~ vehicles. The person that rolled the 

highest gets to pick a table side and 


* 


3] places one vehicle first. 


As you can see, we’re not too far 
"away from each other but weapon 


ranges are not massive in Warlands. The 
Rocket Launcher has a range of 14” and a 
passenger hanging out a window to blast 
away with a shotgun can reach out and touch 
someone up to 4” away. 


Warlands is played over a series of rounds | 
and within each round there are phases. The 
order of acting is largely a factor of a vehi- 
cle’s speed and an Initiative roll at the start of 
each round. The Initiative test is done by 
rolling 2d6 and adding the highest Cool char- 
acteristic in your army. You make this Initia- 
tive test at the start of each round of play. 
The winner has the option of activating one of 
his models first or declaring another player to 
activate first. Both of the armies today have a 
top Cool of 4 so there is no advantage. Team 
Target (made up of the blue pickup and black | 
and gold buggies) rolled a modified 14 while 
team Walmart (the brown SUV and purple 
and orange buggies) rolled a modified 10. At} 
the start of a normal game, which this is since | 
we don’t have any special assignments, all | 
vehicles are assumed to be starting at Cruis- |7 
ing speed so that’s how fast everyone is go- 
ing. 


In Phase 1 of a turn you alternate, based on the result of the initiative roll, moving indi- 
vidual vehicles that are moving at Cruising or Fast speed. You don’t move to Phase 2 
until everything on the table that’s moving at Cruising or Fast speed has been activated 
so if a player doesn’t have anything moving this fast they don’t get to activate in Phase 
1 at all. In Phase 2 you move pedestrians, walkers and vehicles that are moving at 
Slow speed or are stationary. 


During an activation you move / shoot / ram and then get to accelerate or decelerate. 


Each vehicle has a range of inches for each speed and you must move at least the mini- ‘It could turn as much as 45-degrees but he’s coming up to the intersection and just 
mum listed but can move up to the maximum. You can shoot at any point in your — wants to gently cruise into the needed turn without going off-road so he turns about 20, 
move and can move, then shoot, then move some more if you wish and have enough _ or so, degrees. Your speed also determines how many turns you can make in the phase 
movement allowance left. In we just had a whole lot of movement going on and no ~—_—-when you activate a vehicle. Generally, moving at Cruising speed gives you more 
shooting since the two teams were too far away from each other. allowable turns per phase. 


Turning is accomplished by moving and then turning from the back of the vehicle. There were no activations in Phase 2 since nothing was moving at Slow or Stationary 
Depending on how fast you are going there’s a minimum amount of forward move- _ speed and there were no pedestrians or walkers in the game. Turn 1 was made up of 
ment that you have to do before you can turn and then you can make up to a 45-degree all vehicles moving and then accelerating to Fast speed. Only the buggies ended up 
turn. Above you can see that the brown SUV has moved ahead 3” and then is turning. — off-road but they are built to be driving there so it’s not a problem. 


If you’re an old- 
school Car Wars 
player, as I am, 
you’ll quickly real- 
ize that you won’t 
be firing from 
across the table at 
your enemies. I 
mentioned _ earlier 
that the rocket 
launcher has a 14” 
range and couple 
that with the Cruis- 
ing speed of a 
buggy being be- 
tween 5-12” you 
can see that even 
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starting closer together than we are today you’ll probably not be trading any shots on 
the first round of the game. 


At the start of Round 2 we again rolled for Initiative and team Walmart came out on 
top with a modified roll of 10 that was opposed by a team Target roll of 7. Even 
though team Walmart won the roll they opted to force team Target to go first. The 
thought here was to get them to move up and hopefully put one of their vehicles into 
range so they could be shot at but to also deny them a shot since just closing part of the 
distance between the groups would not be enough to allow a shot. 


So, in Phase 1 the blue pickup moved first. Since it was moving at Fast speed it had to 
move at least 11” forward. The purple buggy went next and zipped around his other 
two mates and then unloaded with the Spud Autogun. 


Shooting is based of a 2d6 roll that is modified positively for the Ranged Combat (RC) 
stat of the shooter and negatively if the target is in cover. There’s no cover so the 
buggy’s rolls to hit will be 2d6+3 (RC). The rolls will be compared to the Target 
Number (TN) of whatever you are shooting at. The TN for each vehicle is determined 
by how fast it’s going. A Utility Truck moving at Fast speed has a TN of 10 so the 


Spud has a 
ROF of 2 so 
it gets two 
shots per 
firing. As 
you can see 
below we 
rolled a 7 
and a 10 for 
final rolls of 
10 and 13, 
which results 
in two_ hits. 
Now comes 
determining 
the damage 
done. 


Each vehicle also has an Armor (AM) rating and for the pickup it’s a7. Weapons with being a 5 and the tt OU ROF 0 i iG | LO RY 


an Armor Piercing (AP) rating will effectively reduce the AM of their target so the other was a 10 so the 
pickup now has an AM of 5, but just for these shots. Now, we look at the Power of the result was 2 points | MMA DSUEC DRI FT pT TT TT TET 


weapon being fired. The Spud has a Power of 4d6 but that’s for each shot. We’ll be of damage and a roll sneaky spies Is just excellent. Oooh the tension caused 
doubling this since we hit twice and now we’re looking at each die individually to de- on the Devastating ) IimeeApimdeaneiilsbaill Lt} L TMM A LER LULL) aes 
termine if damage is done. When rolling for damage any die that comes up maxed out Damage table. The “This is a really fun game - with so many options, 
(6 for d6 and 10 for weapons with Power using d10s) allows you to roll the die again roll on the table} the replay ability is high with no two games ever 
and add it to the first. The rolls for the purple buggy’s shots were 1, 2, 2, 3, 4, 4,5, | came up a 1 which is going the same way!” 


and 6. The 6 was re-rolled and came up 6 again so it was re-rolled and came up a5. either the best or - Michael Koznarsky, hmgrs.blogspot.com iS 
The roll of 5 causes damage as does the 17. So, the blue pickup has taken 2 points of — worst result depend- Pe Z 
damage, of the 5 that it starts with, but any damage roll of 10 or more will cause Dev- __ ing on if it’s happen- Hour of Glory turns out to bea pleasant Surprise... 
astating Damage. You roll a d6 and consult the table of the same name and see what __ ing to you or to your And for once, someone did something new” 

happens. The result was the engine being damaged and the maximum speed of the enemy. A 1 on this ~ Frank Branham, boardgamenews.com 
blue pickup was reduced to Cruising speed for the rest of the game. table means that the 
UY target went K-F-B! PS 
Next up was the black Ka-Frickin-Boom!!! 


Available from 


buggy from team Target. It The vehicle ex-f , esr your local 
zoomed up and fired at the — plodes and all mod- : —_—— stockist or 
purple buggy that just lit up els within 3” take af ~_s oa visit our website 
the blue pickup. It ended its 4d6 damage hit, too. FS - oe i warmacre.com 


move about 5” away from Luckily for every- 
its target and unloaded with one involved there 
its own Spud Autogun. were no other vehi- 
Since the purple buggy was cles within 3” so the 
moving at Fast speed the TN _ purple jeep just went 
was 13, meaning that mini- ka-blooey. There’s 
mum rolls of 10 were a rule in Warlands 
needed considering the that states when a 
shooter had an RC of 3. vehicle reach 0 DM 
Modified rolls of 10 they go careening 
and 14 resulted in one off in a random di- 
hit and the AP 2 of _ rection. We weren’t ‘fhe Cami of Covert C6 D mniflict ffi wi 
the Spud reduced the sure if this would 
AM of the purple apply here since it was destroyed by a Devastating Damage roll and not =P iets its 
i buggy to just 4. 4d6 last point of DM. The result to the vehicle is the same, it’s destroyed, but since we 
were rolled for dam- _weren’t sure we just left it where it got smoked. 
Hage and the results 
were 1, 3, 6 and 6. Yes, stuff in Warlands can die that easily. If you get to the Devastating Damage table 
The two sixes were _ there’s a 1-in-6 chance that you’ll explode and a 1-in-6 chance that your driver will be 
already determined to — killed. The former result definitely puts the vehicle out of the game and the latter put 
= ‘cause damage but you, at least, out of control. If there’s a passenger you might be able to take over con- 
they were re-rolled to _trol of the vehicle. 


4 4 
‘np Warm Acre 2008 


x Jo |see if they got to the 
> S ad | magic number 10 to In an attempt to get a little payback for their fallen comrade the orange buggy streaks 
% ne e do Devastating Dam- forth and unloads on the blue pickup that’s already suffered two points of damage. If 


age. One ended up _ they are lucky they can do the remaining three points that it has and even things up. 
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The orange buggy ended up between 10-11” away from the blue jeep 
(easily within the 16” range of the Spud Autogun) and blazed away. The 
previous damage to the blue pickup reduced its speed to Cruising its TN 
was 9. The rolls to hit were a modified 10, a hit, and a modified 5. With 
the RC of the gunner being three that means that a snake-eyes was rolled 
for that shot and the guns has jammed. Since that roll was made second we 
decided that the jam took effect after the first shot peppered the pickup 
with bullets. 


Again, we have a reduction of the pickup’s AM by 2 due to the AP rating 
of the Spud Autogun so we need 5’s to do damage. Rolls of 3, 4, 5, 6 re- 
sult in at least two points of damage and a re-roll of the 6 gets us to 10 so 
we roll on the Devastating Damage table. The result is a 2, which is only 
partially better than a 1 (ka-boom!) and the driver is killed. There is a pas- 
senger but the immediate result is that the blue pickup goes out of control 
and surges forward 4” before lurching to the left (determined by a roll on 
the Out of Control table). You can imagine a bullet coming through the 
windshield, killing the driver, splattering the cab with blood and gore and 
then the driver’s body ae forward while his foot slams on the gas 
pedal and his arms get caught 
in the steering wheel while his 
limp body falls to the left. The 
orange buggy has a jammed 
weapon to deal with next turn 
but at least the odds have been 
evened a bit. 


missed with both shots. It did place itself between the two 
to hopefully provide a bit of cover for the blue pickup so it 
could have a chance to recover. To end the phase, and the 
round, the brown SUV drove down 
the street straight towards the black 


buggy. 


Feeling a bit left out the gold 
buggy zoomed up and opened 
fire on the orange one, but 


Round 3 began with another Initia- 
tive test and team Walmart won the 
roll and decided to go first. 


In an attempt to effectively put 
team Target out of the game the 
brown SUV closed the distance 
(just a few inches) between itself 
and the black buggy and slammed 
headlong into it! 


It’s easy to establish if you hit or 


Remember the 
ae 


ri it ¢i P ts 


J 
Pas ‘ 
, 


’ v 3 


Rte i 
2 
r 


In 1835 Texas fought for independence 
from Mexico. The Mexican dictator, Santa 
Anna, responded in 1836 by recapturing 
the Alamo and overrunning much of Texas 
until he was captured at the battle of San 
Jacinto. 
Texas Glory is a strategy game that 
brings this exciting period in history 
to life. Men like Houston, Austin, 
x Crockett, and Bowie play key roles in the 
A gt Texan struggle to defeat superior Mexican 
; ®) : 1A tae forces with a small but heroic army. 
Wy ' é a ate, > The game is challenging and exciting 
We Jed | an aay s eas for both players. The Mexicans have a 
\ ; oe. y > a ee powerful army but time and supply are 
| a 7 their enemies. 
/ Intervention by U.S. forces can 
A occur and the fierce Comanche are a 
threat to both sides. 
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not because when 
you move into con- 
tact with another 
vehicle you’ve 
rammed it. Doing 
damage is similar 
to ranged weapons 
but how many dice 
you throw out is 
based on the speed 
you’re going and 
the AM difference 
between the vehi- 
cles. First, the 
ramming vehicle 
gets 1d6 just be- 
cause it’s ramming, 
then it gets 4d6 
more because it’s 
travelling at Fast 
speed, then it gets 
another 1d6_ be- 
cause of the differ- 
ent in the AM val- 
ues of the two vehi- 
cles. That’s a total 
of 6d6, but the 
SUV has a ram- 
plate that gives it 
AP 2 to the front so 
that reduces the 
AM of the black 
buggy to 4 for pur- 
poses of determining if damage is done. Rolls of 1, 4, 4, 5, 5, 5 end up doing 5 points 
of damage to the black buggy and destroys it. We’ll work out what happens to the 
remains of the buggy in a second but there’s still the possibility of the SUV taking 
damage from the ram. The black buggy was also going Fast so it gets 4d6 of dice to 
do damage with but the AM of the SUV (Utility Truck) is unchanged at 7. Weak rolls 
of 1, 2, 2, 3 do no damage. Since the black buggy was reduced to zero DM it is de- 
stroyed but we have to roll to see where it ends up after rolling and skidding from the 
ram. 


We roll 2d6 plus a direction die and it ends up 8” away off in the direction it came 
from. Normally, after a ram you come to a complete stop, but if you do enough dam- 
age to destroy your enemy (check) and your AM is higher (check) then you can keep 
on truckin’ and that’s just what the brown SUV did. It got the damaged blue pickup in 
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moving if it had inches of movement left, but it doesn’t and play moves to 
team Target. 


At this point the gold buggy wanted no part of the action and he took off 
like a bat out of hell and drove like there was no tomorrow! Team Walmart 
could claim a victory in the battle but we got a better handle on the rules of 
the game. Ramming is darn powerful! If you couple that with a ranged fire 
weapon, that can be fired at any point in your move, it can be even more 
devastating than it was here today. 


The basic Warlands rules let you fight out battles like these, but now I’m 
really itching for the full rulebook to come out with expanded rules, more 
vehicles, more weapons, pedestrians and one-man helicopters that can be 
used to drop Molotov cocktails on people. That and zombies, too. I’m 
really looking forward to mowing down lots of zombies as we search for 


1S Stabs and Pad evil soughts se-maind tor Dim, toe. Hie gas and bullets in the post-apocalyptic world of Warlands. 


driver of the brown SUV had to make a control test first, 
though, since he had just rammed another vehicle. To resolve 
this test you roll 2d6 and add the Cool (CL) of the driver and 
need a 10+ to maintain control. This was easily done with a 
modified 12. 


Written by Mark Theurer 


The SUV was still going at Fast speed when it slams into the 
side of the pickup (remember that the driver of the blue 


pickup is dead and the 
passenger is desperately 
trying to gain control of 
the vehicle and then all of 
a sudden he hears a mas- 
sive crash out to the right 
and then sees the brown 
SUV come smashing into 
him). A bad day has just 
become much worse for 
the poor passenger of the 
blue pickup because the 
damage is another 6d6 
(versus an AM 5. this 
time) and even though just 
one point of damage is 
done it’s enough to de- 
stroy it and send it off 
bouncing and_ rolling 
through the desert. The 
SUV passes another con- 
trol test and could keep on 


Well, I’ve had the Grindhouse US 
APEs for a while now and if I want 
to get them into a game of Secrets 
of the Third Reich I’ll need to get 
them painted up. 


Each figure comes in a ziplock baggie and needed to be assembled before priming. 
This process went pretty easily for all of them. The resulting model is comparable in 
size to a Warhammer 40K Space Marine Terminator and is more imposing on the bat- 
tlefield, of their re- 
spective games, in my 
opinion. After assem- 
bling the APEs there 
were a few extra heads 
that could be swapped 
out onto other SOTR 
American troopers. 


The bottom picture 
shows a comparison 
shot where you can see 
the APEs are signifi- 
cantly larger than a 
normal SOTR US 
trooper and in tum 
they are dwarfed by 
the US Comanche 


battlesuit. I have designs to get a group of Comanche’s into 
my next game of SOT, too, but not only will they need to 
get painted but I really need to get my hands on a few more 
so I can field a unit of three as a single Support choice in 
my army. 


Next up was getting everything primed and ready to paint. 
Priming here in Texas, and I expect other places with high 
humidify too, can be problematic if you’re not careful. 
When I go on painting binges, which happens from time to 
time each year when I just don’t get tired of painting, I’m 
really on the lookout for low-humidity days when I can 
quickly head outside to prime guys and then get back in- 
doors. Above you can see the APEs along with two Urban 
War / Metropolis CLAU models that I’ll be using for Ger- 
man mechs and a couple of German vehicles. 
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I’m going to end up “dipping” all of the APEs and I’m going for what would be termed 
a decent tabletop quality paintjob. Something that I’m happy to play with and think 


will look good in a game, but definitely not anything 
near display quality. This means that I’ll be painting 
them in just a few base colors then dipping them to 
add shading and then sealing them with multiple ap- 
plications of dull sealer before flocking them and 
being ready to play. 


The first thing I did after priming them was to wash 
them all with a slightly thinned down version of Cita- 
del black ink. I did this to start off with some initial 
shading down in the crevices between the armor 
plates and other bits and pieces. Next thing was to 
start sorting out the colors that I’d be using. I knew 
that I wanted their armor to be an dark / dull olive 
green, but there were other bits that could use sorting 
out. All of them had some kind of compressed gas 
canister, used either for the hydraulics of the suit or 
for the fuel for the flamethrower, and I decided to do 
all of them in red. I also chose red for the fire axe 
just because I thought it would end up looking good 
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and also add a bit of contrast to the rest of the sergeant who was carrying it. I used a 
old Adikolor Martyr Red but it could have been any rich red, too. I think that a bright 
yellow would also look good for the compressed gas canisters and if I do another unit 
of the APEs I might do that. 


I then took a look at 
all of the models and 
found the next thing 
in common with all 
of them. They all 
have some sort of 
pouch or bag to carry 
stuff in. I found a 
nice, light green in 
the Panzer Aces line 
from Vallejo and 
decided on that for all 
of these bits. I’ve 
really come to like 
this line from Vallejo 
a lot and have been 
using it quite a bit for all of my SOTR models. The consistency of the paint is great 
and the color selection is wonderful. All of the bags, canteen sleeves and pouches 
were painted with Vallejo Panzer Aces 323 Highlight USMC Tanker. That’s two col- 
ors down and not too many left to go. 


I figured that the guns and smokestacks 
would all look ok with a dark metallic color 
so I used a slightly thinned Privateer Press P3 
Pig Iron on all of these parts. I did the same 
on the grenades, the chain that goes from 
Slugger Murphy’s baseball bat to his armor, 
the power claws on two of the models, the 
pistons in all of their boots and a few other 
bits here and there that looked like they could 
use it. 


Even though most of the “foot” part of each 
model is made up of heavy metal plates and 
pistons you can still see part of their combat 
boots and laces. While these might more 
accurately be painted black I wanted to 
something a bit lighter stand out against what 
I knew would e the dull / dark colors of the 
rest of the model so I painted these in a light 
brown. The baseball bat was done in the 


same brown as the boots and 
then I moved on to the last of 
the block colors which would 
be for the armor. I did this in a 
medium green and deliberately 
didn’t try to get it applied per- 
fectly to each and every plate of 
armor. Since I’ve decided to 
dip them I’ve already conceded 
that they are not going to be 
off-the-showroom-floor _ pretty 
so I figured that some missing 
paint and scuffs here and there igs 
on the armor would probably — re 
show up well as some battle | Be. 
damage. The picture to the | 

right shows the guys before 

being dipped, but after I applied | — ui 
a very light flesh color to the three guys that have their faces sobs Yes, they look 
quite messy and very incomplete at this stage. You’ll also notice that I’ve forgotten to 
paint the base colors on the fire hydrant that Slugger Murphy is standing on. I didn’t 
notice this until after dipping them and had to go back in and fix it afterwards. I’ve 
used the dipping method about a dozen times on over 100 various fantasy and sci-fi 
figures and there’s always a stage when I say to myself, “man, these look like crap 
now and will look like crap later too.” Some of you might even think that about the 
dipping method in general and you’re entitled to that point of view. I would not call 
dipping “cheating” (can you even cheat when painting anyway?) but it’s a shortcut to 
be sure. Ok, I can live with that. If taking a shortcut lets me play with painted figures, 
which are done to a standard that I’m ok with, then I’m all for it. I have nothing 
against people that slave away for hours on a single figure but I just don’t have that 
kind of time. Anyway, back to my thought of, “man these are going to be crap” this is 
about when I have that thought and feeling and my first application of dip didn’t do 
anything to alleviate those thoughts. 


I usually use Minwax Polyshades and over 
time I’ve found that the liquid gets thicker and 
darker. I was a bit concerned about these guys 
coming out too dark, which I’ve had happen to 
other models, so I went out and bought a new, 
and lighter, shade to work with here. Initially, 
this was a mistake. It was just too light and 
didn’t offer much in the way of shading and 
blending areas together at all. It just looked 
sort of dirty like they had been splashed with 
muddy water. I’m ok with these guys looking 
dirty and beat up like they’ve been through hell 


fighting Nazi zombies, but this first dip just wasn’t doing the job. I then mixed up 
some of my new shade along with some of the older, thicker stuff and waited while the 
first coat dried. While the overall time spent using this method is considerably less 
than if you do all of the washing and shading yourself waiting for the dip to dry takes a 
while. I usually have both ceiling fans and a third fan blowing in the game room after 
I dip figs to try to help along the drying process. 


Once they were all dry I hit them with the new dip mix, by the way I’ve probably per- 
manently settled on a brush-on method of applying the dip rather than swinging / shak- 
ing off minis after actually dipping them into a pot of the stuff, and they came out con- 
siderably darker as you can see here. 
waited for them to dry, again. 


This was closer to what I was wanting so I 


After they were completely dry, and don’t be tempted to mess with them unless you 
know they are dry, it was time to do what little detail work I had planned for these 
guys. I took some Citadel Baal Red ink and dribbled it on Slugger Murphy’s bat to 
add a bit of gore from bashing in zombie and human 
heads. On the fire axe I took a bit of Pig Iron and 
dragged it across the edge of the blade to show where 
some of the red paint had been worn off from chop- 
,___ ping things. The guy with the heavy machinegun had 
the rounds on his ammo belt gone over with thinned 
down Privateer Press P3 Rhulic Gold. He also had 
his baseball cap painted dark blue and then gone over 
with a lighter blue and his big bubble of gum that 
he’s blowing was first done in purple and then gone 
over in pink. Five out of the six guys has an eyepiece 
that protrudes out a bit from their face or mask and I 
dabbed on a tiny bit of a bright green color to try to 
make them stand out. Each of the smokestacks was 


also filled in with thinned black. I decided that there was still something missing, 
other than them not being flocked, so I dug around in my WWII plastic model kits and 
looked for some decals that might be useable. Not all of them got dolled up with de- 
cals but I found several USA, number designators, stars that seemed to work ok. I also 
found an angry looking black cat decal that I put around the barrel of the heavy ma- 
chinegunner. After putting the decals on, however, I discovered that they looked far 
too clean when compared to the rest of the model so I had to wait for them to com- 


pletely dry before wash- ae 
ing over them with some fgg 
Citadel Delvan Mud ink jee 
to dirty them up a bit. In Galea 
the future I think that Pll 
add the decals before the 
dip but I’ll need to make 
myself a note to remem- Bie 
ber that. It’s right about FR 
now that I discovered that Seyi 
the fire hydrant that Slug- 
ger Murphy is crushing § 
under foot was not 
painted. If you look at the § 
picture above you can see 
that it’s just a dull / dark 
gray from the initial black 
wash and two dips. I 
wanted it to be red, like 
most fire hydrants, but 
also wanted it to be a bit & 


different from the other red on the models. Many years ago, a decade ago I’m 
sure, I picked up some sets of Warzone paint that I still have. It’s the same consis- 
tency that it was back then and still covers wonderfully. I don’t know what’s in 
this stuff but I’m sure that I’ll cry the day it runs out. Anyway, I used a base coat 
of Warzone Desert Rust on the fire hydrant and then washed it with the same Cita- 
del Delvan Mud ink that I used on the decals, mostly because it was still sitting on 
my desk and was handy. We’re almost done and ready to hit the field of battle. 


The last things to do were to dull-coat the models and finish the bases. I hit them 
with two coats of dull-coat before flocking them and then used a mixture of brown 
paint and white glue on each of the bases. I then tossed on some small rocks here 
and there on half of the bases and then swished them around in a container that 
contained a mixture of dark green, medium green and medium brown flocking 
material. I let a big mound of flock build up on the model and let them sit that way 
for a while. Then, after shaking off the excess flock back into a bucket so it could 
be used again, I gently blew off any loose flocking material that want to stay put. 
Once I was confident that I was able to get rid of any of the flock that didn't want 
to stay on the base I hit them with another dull-coat before painting the perimeter 
of each base with black and then they all got a final spray of dull-coat. The result 
might not win any awards, in fact I’m sure of that, but I’ve moved off of my, “man, 
this is going to be crap” thought to, “hey, these are not bad” and it’s another complete 
unit that I can mark off of my to-do list of stuff that needs to be painted and, more im- 
portantly, I can now use them in my next game of SOTR! 


Written and painted by Mark Theurer 
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Here’s an accounting of my re-entry into Warhammer Fantasy Battles and the armies 
that are currently being built to play with. 


Several of months ago we found out that our oldest son was going to be out of the area 
for several months due to military commitments. Of course, this worried us, but we 
also knew this was a possibility that could come around so it wasn’t like it was a bolt 
out of the blue or anything. Then, several weeks ago, he asked me if I was planning to 
go to GenCon Indy in 2010. My plans to attend this year fell apart so my immediate 
answer was, “yes”. I’ve been to many conventions, including Origins and GenCon 
SoCal (before it went under) but I’ve never been to GenCon Indy so any opportunity to 
do so, even if it’s more than a year away, will get a “yes” from me. My son has been 
into CCG’s forever and is quite a formidable Magic player, but he’s never really had 
the miniatures bug like I have. The next part of moving back into WFB came when 
my wife came to me and asked me what kind of games would I be playing at GenCon 
next year. This was an odd question, especially coming from my wife. She very lov- 
ingly tolerates my gaming and painting hobby and actually plays many boardgames 
but really couldn’t care a whit about what I might or might not be playing. I told her 
that there were about 10 games that ping around in various places on my playing radar 
and while some get more attention at one time or another others get less and the list 
can fluctuate from time to time. I talked about my current fascination with games like 
Secrets of the Third Reich, AE-WWIL, Pulp City and Warlands and how I was starting 
to build a Space Marine army for Warhammer 40K (and yes, there are about a half 
dozen other games floating around that radar of mine right now) and I could tell that it 
was all going over her head and she must have felt like Charlie Brown’s teacher was 
talking to her. “Ok, so what’s up and why are you asking?” was really how I should 
have started off but I got there and she fessed up. Our oldest had asked her what I was 
playing lately and if she could find out so when we got to GenCon 2010 and I busted 
out my guys to play he would surprise me by having a case of his own guys and we 
could play together and also play in tournaments. This really meant a lot to me. That 
he would go out of his way to do something like that was awesome. But now my wife 
was in a predicament. She had utterly failed at her mission to get information out of 
me and had divulged my son’s secret plan. I asked her to let him know that I was able 
to get her to spill the beans and that it would be best for he and I to talk about the 
whole thing. I wanted to make sure that this was something he really wanted to do and 
also for us to discuss the various genres and requirements (money, figure count, etc...) 
that the games would require. 


We talked about a dozen different games in various genres (fantasy, sci-fi, modern, 
historical) and sub-genres (skirmish, spaceship battles, giant robots, super heroes, zom- 
bies, and more) and then about model count (from just a handful to easily around a 
hundred or more) and narrowed our search around two main criteria. First, it would 
need to be a genre, and eventually a specific game, that we would both be enthusiastic 
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about playing. We would both be willing to play what the other wanted, even if we 
weren’t really into it, but you can tell when someone doesn’t really want to play what 
you have on the table and I wanted to avoid that. Second, it would need to be some- 
thing that we could eventually find other opponents for at tournaments. There are 
many, many games that I really like but the tournament scene can be slim pickings and 
this whole thing is not about me breathing life into a game locally so it can thrive and 
gain legions of players. This is about me spending time with my oldest son doing 
something that we both like. I’m all for demo teams and tournament organizers (heck, 
I’ve done both of those things a lot in the past) getting their games out there for the 
masses, but that’s just not what this is about. We’ll gladly play practice games at 
home and then go to the tournaments and have plenty of fun while trying to grind out 
opponents into dust and even getting crushed ourselves, but this is about “us” and not 
so much about “them”. That may sound selfish, but that’s the way it is. 


We talked about different games and settled on Warhammer Fantasy. It has a wide 
range of armies to choose from, we both like the fantasy setting and finding local op- 
ponents and tournaments would not be much of a problem at all. Additionally, from 
looking at this year’s GenCon Indy schedule we could probably expect to play in WFB 
tournaments there, too. I had played WFB back in the 2nd and 3rd edition days, but 
have been away from it ever since. My son was, initially, worried about the painting 
side of things but I told him that I’d take care of it for both of us, until he wanted to do 
some himself, while he was away. My goal is to have two playable armies done by the 
time he gets back. But, before I can start painting we needed to settle on an army for 
each of us. I know, from personal experience, that I would be hard-pressed to limit 
myself to just one army and that quickly proved true. More on that in a minute. I sent 
him to the Games Workshop website and told him to look through the various armies 
and initially pick one that he liked the look of and then we’d talk about the play style 
of the army so it would be something that he’d want to use for a long time. He quickly 
got back to me and said that the Warriors of Chaos were the way he wanted to go. The 
Chaos Warriors and Knights are a serious hammer and their sorcerers can unleash po- 
tent magic on their opponents. They suffer in the regular ranged combat category and 
will need to make up for that with screens and fast-moving harassing troops but the 
models really caught his eye so that’s the way he’s going to start. For me, I’m going to 
start off with Dark Elves. Yup, we’ll have evil, marauding, chaotic barbarians facing 
off against evil, murderous, pirating elves but that will only be until we get some ex- 
perience under our own belts and start venturing out into the Old World and take on 
some other generals. 


The plan is to jump in with 1250 point armies and then bulk up from there. We’ll 
build, paint and learn the rules at this point level and then start adding in blocks to get 
us to normal tournament point levels ranging from 1500 to 2500 points. I’m sure that 
we'll also play some mega-battles on our own but that will come much later down the 
line. A starting point for each of our armies will be the battalion sets. Not that we’ll 
automatically use everything in those boxes but they are a nice start. 


games 
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Dark Elves 


The battalion set comes 

with four blocks of troops 

(12 warriors with spear / 

shield, 16 warriors with 

crossbow, 20 corsairs and 

5 cold one knights) and & 

I'll be making use of al- 

most all of them. [ma 

bit worried about the stu- 

pidity of the cold ones, but 

hopefully the rider’s lead- 

ership will keep them in Bagi 

check. The spearmen are | 

luring because of being ea 

able to fight in two ranks 

in hand-to-hand but I'll be 

going without them to 

start. I’m going to take 

the full boat of Corsairs 

along with a champion, 

musician and standard bearer who will be carrying a 
Sea Serpent standard. This makes the unit subject to 
frenzy which gives them +1 attack in hand-to-hand. 
I’m also dropping an Assassin into the unit and giving 
him a Rune of Khaine that gives him +d3 attacks 
when fighting in hand-to-hand. Also, the plastic Cor- 
sair models are very cool and I can’t wait to get them 
assembled and painted. 


I took all five Cold One Knights with a full command 
of a Dread Knight, a musician and Standard Bearer. 
They will carry a Banner of Murder that gives their 
attacks an extra —1 when saving against them. Hope- 
fully this will really help them punch through what- 
ever they smash into. The Dread Knight will carry the 
Deathpiercer magic weapon which is considered a 
lance (+2 to his strength when charging) and Killing 
Blow that gives him a chance to kill opponents more 
easily. 


I’ll take 13 Warriors with repeater Crossbows and will 
ad a champion and musician to the group. Bulking up 
my ranged combat will be two Repeater Bolt Throw- 
ers. They are my single Rare choice at this point level 
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and I can buy either one or two as a single choice. My 
last two bits will be a general an a spellcaster. I’ll be 
using a Master with a hand weapon and heavy armor. 
He’ll also have a Sea Dragon Cloak (bonus to saving 
throws), an Enchanted Shield (more saving throw bo- 
nuses) and a Pendant of Khaeleth (gives an awesome 
ward save). For the sorceress I’ll make her level 2 
and give her a Null Talisman (magic resistance) and a 
Darkstar Cloak (+1 power dice for her in the magic 
phase). 


The battalion set runs $90.00 (retail) and I’m left with 
a unit that I can add to the army later. The three units 
that I am using run $79.00 so I could have saved the 
difference if I had no intention of using any other 
Dark Elf Warriors later. The repeater bolt throwers 
are $25.00 each so that gets my total up to $140.00 
before getting my two characters and the assassin. | 
have a Dark Elf sorceress from years ago (from a plas- 
tic set that had 8 different plastic spellcasters in it) so 
I’ll be using her and I’ll get the Dreadlord model to 
use as my Master. He runs $15.00 and the assassin 
comes in at $12.00. If I had to buy the spellcaster she 
would be another $15.00 but as it stands this army 


costs $167.00 and comes in at 1243 points. If you count the 
mounts, riders and weapon crew as separate pieces there are 52 
models for me to paint so they can hit the table. 


1250 Dark Elves (1243pts) 

e = Corsairs (20) with Reaver, Musician, Standard Bearer, Sea 
Serpent Standard, and an Assassin with a Rune of Khaine 

e Cold One Knights (5) with Dread Knight, Musician, Stan- 
dard Bearer, Banner of Murder and Deathpiercer for the 
Dread Knight 

e Repeater Crossbowmen (13) with Guardmaster and Musi- 
cian 

e Repeater Bolt Throwers (2) 

e Master, Hand Weapon, Heavy Armor, Sea Dragon Cloak, Enchanted Shield and 
Pendant of Khaeleth 

e = Sorceress (L2) with Null Talisman and Darkstar Cloak 


I have toyed around with, and already gathering models for my second, third and 
fourth armies that will be (probably in this order) Ogre Kingdoms, Lizardmen and then 
Vampire Counts. I like almost everything about how the Dark Elves look. Almost. I 
think the dragons look ridiculous and there are many out there that are much better. I 
dislike the manticore and hydra almost as much. From an aesthetic angle I really don’t 
want to use them in my army at all. From what I recall, the proxy rules for WFB tour- 
naments are usually pretty strict so I might not have am i 

choice but I’d really rather not use any of those models in ~~ 7 ; 

my army. I have an old WOTC metal Black Dragon that |3~ 

I’d love to use as a mount for Malekith the Witch King, but 
I might only get to do so in non-tournament games. Also, 
the Harpies from Otherworld Miniatures are wonderful and 
I’d rather drop them into this army than the Games Work- | 
shop ones. Ok, on to the Warriors of Chaos. | 


we can from the set, but still trying to build competitive © 
armies that we can build up to tournament size. The first { 
Warriors of Chaos build was very tough, but didn’t have | 
enough fast-movers to be able to harass the shooty Dark | 


— —- 


into the fight. What follows is the result of a little tweaking | 
and has troops that are specifically designed to either harass | 
the enemy or get killed in place of higher value models. 


we need at least two of, but the Knights were one of the units that really caught my 
son’s eye and I have to admit that they look extremely cool. We’ll go with a unit of 
five that contains a Champion, Musician and Standard Bearer who will carry a War 
Banner (it’s available to any army and gives +1 to combat resolution) and the whole 
unit will bear a Mark of Slaanesh. This will make the unit immune to Fear, Terror and 
Panic. This, the Mark of Slaanesh, will end up being a common theme in this first 
version of his Warriors of Chaos army and make most of them stay in the fight until 
the end. 


A unit of Chaos Warriors, fourteen strong, with Champion, Musician and Standard 
Bearer also have the Mark of Slaanesh and they were also given shields to boost their 
save a bit. Their standard bearer carries a Blasted Standard. This gives them a 5+ 
ward save (not modified by the strength of the hit) to attacks that hit them in the shoot- 
ing phase. This should help increase their survivability and get them into hand-to-hand 
combat with the Dark Elves. Next up is a unit, also fourteen strong, of Chaos Maraud- 
ers. They contain a Champion, Musician and Standard Bearer, too, and also have the 
Mark of Slaanesh. Their banner is a regular one, not magical, but hopefully the Mark 
will keep them moving forward and soaking up hits so the Chaos Warriors can get 
across the table without suffering too many casualties. If these guys actually get into 
hand-to-hand that’s a plus but right now we’re looking at them purely as fodder, or the 
you could also call them the delivery system, for other troops. 


The original army had just one unit of five Chaos Warhounds, but this was increased 
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to three units. Even though they are in the Core section of the army list they do not 
count as Core troops when checking to see if you fulfill the minimum number of units 
in an army. This prevents you from taking a few very cheap, small units and then go- 
ing absolutely bonkers with characters and special or rare stuff. Chaos Hounds are 
quite fast (14” run and charge) and put on the flanks they can nicely mess with your 
opponents back lines. Of course, they aren't’ exactly things that will smash your en- 
emy to bits but they might slow them down enough to allow you to get your heavy 
hitters into the game earlier than your opponent expected or wanted. 


The Warriors of Chaos battalion comes with 5 Chaos Knights, 20 Chaos Marauders, 12 
Chaos Warriors and 10 Chaos Hounds for $90.00. I’ll need to pick up two more Chaos 
Warriors to round out the unit. I have one from another set so that won’t set us back 
anything and we will pick up a Champion of Slaanesh that will run $15.00, which will 
set us back $105.00 so far. We’re also going to have to pick up a set of Chaos War- 
hounds to get us the third unit of five. We’ll end up with five left over (for future army 
expansion) and this unit will cost $22.00 so we’re looking at $127.00 at this point. 


We still need to pick a leader and we definitely need some support in the ways of 
magic. Wulfrik the Wanderer really caught both of our eyes and we decided to pick 
him up. He’s $16.00 and is a Hero so there’s no restriction on him being in the army. 
At this point level we cannot take any Lords so we’re restricted from taking the most 
powerful heroes of each army right now. There are no upgrades allowed for Wulfrik, 
but he does come with several special abilities. One of them allows Wulfrik and a 
single unit of Chaos Marauders to enter from any table edge instead of from their nor- 
mal deployment zone. When they come on is in question but it might be a good dis- 
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traction that puts them in the right place at the 
right time. 


Lastly, there are enough points left to buy two 
Sorcerers. Both are level 1 spellcasters and 
each has been given a dispel scroll so they can 
each dispel a single enemy spell once. They 
also bear the Mark of Tzeentch (a bonus ward 
save and a bonus to cast spells) and each is also 
riding on a Disc of Tzeentch. I recently traded 
for two chaos sorcerer models (very cool lim- 
ited edition ones, in fact) but they don’t come 
with discs so I can either head off to eBay to 
find some, can buy two of the current Lord of 
Tzeentch models ($30.00 each) just to get the 
discs or I can make something myself. I think 
that Pll go the DIY route and head off to a local craft shop to see what I can dig up that 
will work. You can get four sorcerers for $25.00 and this will allow for future expan- 
sion. Doing this would put the total cost of the Warriors of Chaos army at $168.00 
which is only a dollar more than the Dark Elf army. 


1250 Warriors of Chaos (1246pts) 

Chaos Warriors (14) with Champion, Musician, Standard Bearer, Blasted Stan- 
dard, Mark of Slaanesh and Shields 

Chaos Marauders (14) with Champion, Musician, Standard Bearer and Mark of 
Slaanesh 

Chaos Knights (5) with Champion, Musician, Standard Bearer, War Banner and 
Mark of Slaanesh 

Chaos Hounds (5) 

Chaos Hounds (5) 

Chaos Hounds (5) 

Wulfrik the Wanderer 

Sorcerer (L1) with Dispel Scroll, Mark of Tzeentch and Disc of Tzeentch 

Sorcerer (L1) with Dispel Scroll, Mark of Tzeentch and Disc of Tzeentch 


I’m sure that both of these armies will go through some tweaking as we learn (or re- 
learn for me) to play Warhammer Fantasy and we won’t be ready to jump into tourna- 
ments right away but once my son gets back from “over there” we’ll be spending a lot 
of time smashing each other to bits. Hopefully, I’ll have most, if not all, of both of 
these armies painted by then so you can expect future Painting Workshop articles to be 
focused on these armies. The biggest thrill for me is having my oldest son want to do 
something with me. Pushing little painted army men around the tabletop is just icing 
on the cake. 


Written by Mark Theurer 


